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a ane tha ter covers the 
game's basic functions and — : 





provides expanded | strategic — 


options for their use. ” 
Ce ehenek leads you 

ft rough the main storyline 
on the most efficient path. 
When you need in-depth 


information on individual 























items and weapons, 





this guide’s “Divine Armory,” 
“Forces of Light,” and “Forces 
Of Darkness” chapters, 


respectively. 


c aracters, or enemies, refer to 





With the virtues of this guide 
elucidated, make use of its 

: wisdom and set forth on your 
el journey through the lands of 
| Midgard! 
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| Valkyr ee ie P ce a + ». § ‘Eira i is an action RPG with light 
alact yrmi ng elements. Flowing through two separate game 
ypes smoothly and dynamically, the player traverses dungeons 

2 son 22D Pa lan ne using ju mps and enemy- ire 










. ol you i hould birisstchee bes hapiekx a companion to it. 
If you seek elaboration on a game play element, or if you don’t 
understand part of the game mechanics, we hope this chapter 
will set you straight. 





The game starts with Alicia standing outside a waiting room in 


Solde. ‘This is the first town available for exploration, and you'll 


find that most towns are laid out in a similar manner. Towns 
like Solde offer a variety of services that can help your party 
when it’s in a pickle. The townsfolk are useful for collecting 
information about the happenings in the world around you. 
If youre nice enough, some 
may even give you items to 
help you on your journey. 
Items and information are 
everywhere, so take the time 
to examine every nook and 
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For a small price, the local 
Inn provides your party with 
a place to rest. Sleeping at 
an Inn completely revitalizes 
your party and cures its 
members of any harmful 
affects and afflictions. This 








“P a 


cranny a town has to explore. 





includes a complete restoration of HP and the treatment of all 
harmful status effects. Pay a visit to the Inn any time your party 
needs a pick-me-up—it’s well worth the price of admission. 


Armory 


You can purchase or sell equipment and usable items at the 
town Armory. Items here come in five categories: weapons, 
armor, use-items, accessories, and Valued Customer Items. You 
cannot initially buy Valued Customer Items. You must first 
purchase a large number of wares from the shop. Furthermore, 
you must sell specific items 

to the shopkeeper for the 
item in question to be made. 
When you select a Valued 
Customer Item, the items you 
must sell to the shopkeeper 
in order to obtain it are 

listed at the bottom of the 
screen. Generally, you gain 
these prerequisite items as 
drops from enemies that lurk 
around local dungeons. Use this guide’s “Forces of Darkness” 
chapter to locate enemies that drop the items you need. 








After you leave town, you're presented with an overhead map 


of the land of Midgard. From here, you can enter various 
dungeons and towns by moving the cursor over them and 


pressing the & button. Pressing the © button brings up a larger 
version of the map showing Midgard’s three main areas. You 


can zoom in on an area by selecting it with the Left Analog 
Stick and then pressing the & button. Although you initially 


have to travel from area to area via dungeons, you can buy 


maps for each of these regions later in the game, enabling you 
to move between areas via the overhead map. 
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you enter a dungeon, the game switches back to a 2-D-style control scheme. This screen 
is called the Field ap, which is always used for dungeons and towns. [he main purpose of 

a dungeon is to obstruct your path and keep you from making it to the end of the maze. ‘[he 
ollowing section discusses Alicias means to jump over, freeze, or combat obstacles or enemies 
attempting to keep her from completing her objective. 
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Getting to higher ground may be just as \licia can draw her sword and swing it 
as pressing the © button. Doingso causes ~~. __ infront of her. Attacking enemies in this 
Alicia to jump, which is useful for react ing Le 7 se 8 oo : | _ manner gives you positional advantage in oo S 
elevated platforms or for avoiding grounded enemies. . Battle Mode (refer to the “Battle Mode” section for details). Alicia’s sword 

coe a aie attack is also helpful for releasing crystallized enemies from their confinement 
and breal ‘ing down fragile walls. : 
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Pressing the @ button discharges a bolt of energy. This projectile is called a photon, and it has _ 
various | uses within a dungeon. Hitting an enemy with a photon encases it in a crystal for a st ] ort 
a ea | period of time. Touching a crystallized enemy does not trigger a battle. You can move crystals by 
», “~~ | walking against them, or you can use them as a platform. Firing a second photon ata crystallized =~ — 

eo ee BNEMV Causes Alicia to swap positions with it, essentially causing her to teleport. After she rematerializes, you can make her jump in midair by holding the jump button. 
: | | — This is useful for reaching elevated areas that are too high to reach witha normal jump. Photon projection is the key to solving many puzzles scattered throughout the 


game, so become familiar with its many uses. 
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Feld Map knemy Types 


Enemies that appear on the Field Map serve as weak representations of their counterparts that appear during Battle Mode. These 
representations come in various incarnations with slightly different characteristics. The following list describes some of the general 
enemy types that lurk inside dungeons. 


es wie ——— —— 7 pease ase ea E522 et is Ia 
Walking, oe 

Sioa. -moving ante easy vi0 evant: ‘this i iS. : 

the most common enemytypeindungeons. 

You'll often crystallize walking enemies to 

get to small ledges that you can’t reach with 

a jump. 














Many of the treasure chests within dungeons are rigged | 

with traps. These traps are sprung when the chest is 

opened. A small pause occurs just before a trap triggers, _ 
giving you a visual cue that something dreadful is about, | : 
to fly out of the chest. You can react to this signal by 
immediately walking away from the chest, oe you to q | 
avoid most traps. However, arrow traps are an exception; | 
you must jump vertically as the arrow is released. Traps | | 
come in six flavors, each of which inflicts a different 
harmful effect to your party. The following chart outlines _ 
the trap types and their methods of mayhem. | 
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“Flying enemies tend to dive at you once you oe FE: 
move within range. When crystallized, these ee 
enemies remain airborne, enabling you to 
use them as floating platforms. 
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Arrow Fires a deadly a arrow toward you. ‘Deals light damage to 
entire party. 


Poison Arrow _Firesa poison arrow toward you. Deals light damage 
__ and inflicts poison to entire party. 


Poison Gas ii = Emanates noxious fumes that inflict poison. 
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In most cases, it’s extremely difficult t a 

hit these critters with photons. You can’t 

hit them with forward shots; you must aim 
downward at them when they're near your 
feet. They also tend to move very quickly, so 
these punks are responsible for most of your 
unexpected enemy encounters. 


Confusion Gas | Emanates noxious fumes that inflict confusion. 


ColdGas __| Emanates i icy alr that inflicts the freeze condition. Sarr 


Bomb A powerful bomb explodes i in the air. Deals heavy 
damagetoallpartymembers, = = 
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creature on the playing field. You can’t use = 
photons to encase them, and you usually 
can't jump over them. In most cases, 
fighting with them is inevitable. 
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Variable Attack Radius 


Your active attack radius varies depending on the number 

of characters in your party. Lone party members have an 
incredibly short attack radius, while four-member parties can 
attack from a much greater distance. Always keep this in mind 
when you work with smaller parties; you may have to get a 
little closer than usual to mount an offense. 





Oe eee you a will start ith 0 AP. If you slash an saciiee 
with \ icia’s sword, you start with 100% AP. Unfortunately, 
you suffer a disadvantage if an enemy contacts you from a 
“negative position, such as accidentally jumping on top of an 
_ enemy, or if the enemy approaches you from behind. In such 
cases, you start the round 
with an empty AP gauge, and 
the battle begins with your 
enemy surrounding you. Be 
aware of your surroundings 
and initiate combat with 

# licia’s slash attack to gain a 
strategic advantage. 
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‘The yellow gauge below your HP bar is called the Action Point 
AP) gauge. Any action, whether it’s an attack, a Dash, a spell, 
or the use of an item, expends a small portion of this bar. Once 


You can achieve victory on the battlefield in two ways: by your AP gauge is fully depleted, you cannot initiate an action, 
defeating all the enemies in the fight, or by destroying the leaving you completely vulnerable to enemy attack. Specific 

_ enemy leader. An enemy leader is designated by a gold activities refill the AP gauge. First, movement slowly increases 
ee just to the left of its HP gauge; press L2 and examine AP with each step. Second, defeating an enemy in battle 

~ the enemies on the field by using the D-pad. Once you defeat restores 80% of your AP meter. Finally, there’s the AP Charge 


the leader, the entire enemy party is dismissed, leaving you press and hold L3), which 


| ctu without having to fight the entire force. quickly regenerates your AP 
ee on the spot at the cost of 


lost time; enemy movement 
persists while you use the AP 
Charge. lo help safeguard 
your party, expend AP 
cautiously so that it’s always 
readily available. 














| Fighting. consists s of avoiding your enemys attack radius while 
ae ae ee close os to issue cya own attacks, 





is Seasons ne is not lee to sieacke You can 
walk through your enemy's attack radius unharmed during 
this period. As soon as the attack area starts to glow, you're 
vulnerable to attack, and any step inside that radius initiates 

; Baad assault. The gi to pacwry is oe? your enrerniprs 





During periods in which you take no action, time stands still; 
neither you nor your enemies commit actions. Once you begin 
D to move (or initiate some other action), your foe is likewise 
os ae ce able to act. Remember this 
ee L crucial concept in your 
efforts to circumvent enemy 
attack radii. You dont have 
to rush your actions; you can 
avoid your enemys attack 
radius methodically, thus 
minimizing accidents that 
expose your party to attack. 
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Dash 


At the cost of 15 AP, pressing the R1 button while you hold 
any direction initiates a quick Dash maneuver. This technique 
is specifically useful for eluding an adversary's attack radius. 
When you initiate a Dash while time is frozen, foes cannot 
move while it executes. Furthermore, crossing a hostile attack 
radius during a Dash does not expose you to enemy attack, 

so long as you exit said radius before the Dash terminates. If 

the Dash terminates within a foe's attack radius, you will be 
vulnerable to attack. 


You can string together 
multiple Dashes in any 
direction so long as you have 
enough AP to do so. Its 


also possible to cancel your 


Short 1 second 














Dash and segue into performing an attack if your attack radius 
touches an enemy. You can even choose between three different 


dash lengths by varying the duration in which you hold R1. 





When an enemy enters your attack radius, you can initiate 
Attack Mode by pressing the @, ®, ©, or ® button. Each 
button represents a different character in your party, as 
designated onscreen via button symbols and character portraits. 
A character performs an attack when you press the button 
assigned to him or her. You can initiate multiple attacks with 
the same character as long as you have enough AP. ‘The moves 
you equip in a character's attack menu determine the attack 

he or she performs. You can 
equip up to three attacks per 
character, allowing you to 
string them together back 

to back. Attack Mode ends 
when you stop inputting 
commands for an extended 
period, or after your AP is 


exhausted. 





Using the variable character combat system, you can attack 
with multiple characters in succession. Simply press the 
characters buttons sequentially, according to the order in 
which you want them to attack, before the combo meter resets 
(the number at the left corner of your HP gauge). The attacks 
within a sequence must come in quick succession, or the 
combo meter will reset. 








Combos have a few limitations. First, combinations can 
continue only as long as AP is readily available. Once your 

AP gauge is empty, the attack sequence ends. Second, each 
character can perform only one attack sequence per combo; 
this sequence can include all three of the character’s equipped 
attacks, although this is not mandatory. However, once his or 
her sequence finishes, that character must wait for the combo 
to end before he or she can attack again. Other characters can 
continue the combo, but again, each character can be used only 
once within a single combination. 


An item called the Divine Time Giver alters some of these 
limitations. This item allows you to use characters more than 
once per attack round. However, AP usage doubles for every 
character that performs the same attack twice. This is a small 
price for such a powerful ability, as it increases the odds of 
destroying an enemy in a single attack round. 


Example Combo 
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more damage the subsequent 
Soul Crush attacks deliver. 
Furthermore, using combos 

to hit enemies when they 

are in debilitated situations 
reaps benefits in the form of 
experience points or AP. 
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you to prolong ie iets 
significantly. You can also use 
the extra AP to Dash away 
from your enemy after an 
attack. ‘This is a great tactic 
against enemies that can 
quickly turn and lock in on 
2 = your position as soon as your 
— ae BS . attack ends. 
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character can perform the Soul Crush only once per combo. 
So, you can unleash a maximum of four per combination (one 


Soul Crush per party member). 





Building a Useful Array of Combos 


To build a great combo, you should try to use only enough 
AP to deal with the situation at hand. Additionally, combos 
designed to deal maximum damage should be based around 
erounded hits, while combos using aerial hits are appropriate 
for farming experience points. Strategic spell’ use in combos 
is also very important; it’s usually best to start combos with a 
spell because an enemy cannot defend against it with a guard. 
With regard to Soul Crush 
techniques, try using the 
weaker multi-hit special 
attacks in the beginning to 
keep the special attack gauge 
at maximum. Use stronger 
Soul Crush techniques as 

the combos final hit in order 
to take full advantage of the 


damage modifier. 





Build combinations that deal great damage while keeping 
your AP at reasonable levels. Dont settle for sloppy strings of 
random button inputs; a well-planned offense could mean the 
difference between victory and defeat. 





Every piece of an enemys body can be damaged. When you 
deliver enough damage to a body part, the limb is destroyed. 
Eliminating a specific limb can cripple your enemy in some 
manner. For example, chopping off a sword-wielding enemy’s 
arm eliminates the bulk of its attack power. In some instances, 
cutting off your enemy's legs completely eliminates its ability to 
do anything at all! 


Some body parts are well defended by the armor a creature 
wears. Body parts defended by pieces of armor flash blue when 
you attack them. Armor eventually falls off after you attack 

it enough. However, the time you lose attempting to remove 
that armor often costs your party a lot of HP. Look for body 
parts that lack this sort of defense and attack them instead. 
You'll find the tail, back, or legs to be common enemy weak 
spots. Attacking some body parts may seem difficult at first, 

ut it depends on the attacks you have equipped. Many attacks 






ciate ie ge “ete te ae tyiy 





siespepetaits iets ion wiatat GP Pie ae ea ae aad see ase s 











spécifically hit your enemy's legs, which is usually a difficult 
spot to target. [hat being the case, it’s important to find attacks 
that hit specific body parts. ‘The following chart lists a few 
attacks that target specific enemy body parts. 
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Head re Cutting Edge (Alicia), ‘Absolute Glance (Dylan). Sweep Dive 
(Heavy Warriors) 


| (Archers) — 





‘Right Arm -Wrenching Swing (Arngrim), Armed Break (Heavy Warriors), 
| | Holy Smite (Light Warriors) 


Legs em’ itu Turnaround {aulela), Gale Winds (Alicia), ‘Surprise Throw 








ltem Accumulation 


Enemies drop various types of items. The items they drop are 
not always random; a percentage chance to receive a certain 
item is sometimes linked to destroying a particular body part. 
Use the enemy lists in this guide’s “Forces of Darkness” chapter 
to learn which items are linked to specific body parts. 


Break Mode 


Occasionally, after you lop off an enemys limb, you'll enter 
a state called “Break Mode.” In this state, your party gains 
the ability to chain together an indefinite number of attacks 
without worrying about AP loss. ‘This mode lasts until the 
flashing bar overlapping your AP gauge dissipates. Rapidly 
cycling through each of your characters in succession is the 
easiest and most basic way to exploit Break Mode's massive 
damage capabilities. 


Normally, Break Mode’s base 
occurrence rate is -70%:; that 
is to say, it cannot occur. 
However, this percentage 
rises by 5% every time you 
slice off an enemy's body 
part. Once this percentage 
crosses over 0% into positive 
territory, Break Mode has a 
chance to occur when you remove an enemy's limb. The upper 
limit of Break Mode’s occurrence rate is 80%, and it resets back 
to -70% once Break Mode occurs. ‘[his occurrence percentage 
is tracked individually between characters, so if multiple 
characters build their percentages high enough, it’s possible to 
perform multiple Break Mode combinations consecutively. 








Spiral Pierce (Alicia), Mist Phantom (Light Warriors), Stardust : 





‘Sideswing Cut (Hrist), rice sae (Heavy Warriors i e g 
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Manipulating the Occurrence Rate 


There's a trick to collectively raising your party members’ 
Break Mode occurrence percentages without triggering it and 
thus resetting an individual’s chance to —70%. Curiously, it 
involves fulfilling the conditions that prevent Break Mode from 
occurring in the first place. First, have one of your characters 
reduce an enemy's HP to below 50%, or eliminate at least 
25% of its body parts. This creates a condition in which Break 
Mode cannot occur. Next, have a second character join the fray 
to slice off the foe’s remaining body parts. This enables you 

to build up each character's occurrence percentage without 
worrying about Break Mode actually triggering. In a sense, 
youre saving up each character's probability to trigger Break 
Mode, thus giving you at least limited control over when and 
where Break Mode occurs. When you're ready to use Break 
Mode, equip skills like Break Up to increase Break Mode’s 
overall occurrence rate. By using Break Mode in this manner, 
its possible to completely annihilate boss characters without 
the risk of even taking damage. 
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Pressing: the SELECT Gatton while in combat opens the Battle 





Menu. From here you can swap out weapons, use magic, or 


employ ; a healing item on a fallen character. Keep in mind that 


some actions within the item menu consume AP. Additionally, 


items or spells cannot be used in succession; a small cool-down 


period goes into effect once 
either is used. This period is 
designated onscreen with the 
word “Menu” crossed out in 
red, which floats next to the 
Extend Gauge. Once that 
symbol disappears, it’s then 
possible to use your Battle 
Menu once again. 


Rearm 





Selecting the Rearm option from your Battle Menu enables 
you to swap out your equipped weapon. This is invaluable, 
considering the various effects weapons have against specific 


creatures. For example, 

if your current weapon is 
useless against an enemy 
that’s immune to physical 
attacks, then equip a weapon 
with elemental properties to 
effectively deal damage to it. 


Field Magic 


es 
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Spells used through the Battle Menu come in two flavors: 
offensive and defensive. Offensive spells consist of various 
attacks that deal damage or inflict negative effects on your 
enemy. Some offensive spells affect a large portion of the 
field, enabling them to hit multiple enemies simultaneously. 











Youc can use certain items on 
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_ Many items, like 
| ee gems, are usable only 
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Defensive spells encompass 
a wide variety of healing 


and status-building magic. 


Regardless of the spell type, 
both consume AP. Carefully 


‘note your position when you 


use spells; you may not have 
the AP reserves needed to 
Dash to safety if an enemy 
is nearby. 


See alee REG a 
eae foe rE te 
2 iasythhenc heh 
UE eg Pete sy rel 


" a De paces WS ga aba eal aaah eee sf 
SS oe Pore ae ee ed Pye ed pe Braap ides iit enim lid 








Tee 


Poison | Slowly depletes HP at fixed intervals. 





Your band of heroes doesn’t always have to stay in one big 
group. Using the D-pad, you can separate your party into two 
smaller groups. Pressing left or right changes the group's leader, 
while pressing up or down toggles the character's afhliation 
between groups. A blue color around a character’s portrait 
denotes group one, while red denotes group two. You can 
separate the four party members in any manner you like: rwo 
groups of two, or one group with one member and another 


with three. 


One benefit to separating your party into two groups is 
distracting your enemy. Your adversaries can focus their 
attention on only one group at a time. Using one group to hold 
your foe's attention while your second party sneaks up from 
behind is a valid strategy. Always consider these tactics when 


combat begins, as they may save your skin. 





Several different negative conditions can afflict your party. 
Some of these conditions can cripple your party's ability 


to fight. Knowing these 
afflictions and learning how 
to deal with them is an 
important part of the game. 
Consult the following chart 
to best deal with situations as 
they arise. 


| Confusion 





: Cannot attack. 








7 Temporarily cannot initiate actions. Se 
i Automatically 1 wakes up after a few seconds. : 
| Expels character from battlefield temporarily. 





' Persistent. 





‘Silence | Removes the ability to cast magic. Persistent 
| . r a. . | : | Cannot change equipment. Persistent. 
| Fralty ‘Cannot be healed. Persistent. | 
| Unconscious Characters lie on the brink of death. : 








1 Persiste nt. . 


The Cosmic Order, 
| Elixir 
| Pearl Grass, Elixir | | 
Cockatrice Egg, 
Elixir s 











— pacar: Cannot initiate any Vv astions. 







| on Stone 
Honeysuckle Dew, 
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| Holy \ Water 




















Bragi Ss Song ; Elixir . 





| Idun’s Apples ‘é 
Union Plume 
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The Extend Gauge consists of five glowing, vertically aligned 
dots on the battle screen’s right side. These dots act as a timer, 
each light slowly disappearing as time progresses. ‘Ihe number 
of illuminated dots dictates the bonuses you receive at the 

end of the fight. Winning the battle before any of the dots 
disappear earns you bonus crystal rewards, while defeating 
your enemy with an empty Extend Gauge earns nothing. You 
can earn a maximum of 30 
crystals with a full Extend 
—% Gauge. This number dwindles 
9 as the gauge empties. 

‘ Essentially, the Extend Gauge 
encourages smart yet speedy 
combat decisions that lead to 
a quick victory. 
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Direct Assault 


Defeating an enemy leader before any of the lights on 

the Extend Gauge disappear results in a Direct Assault. 
Aiming for Direct Assaults yields several rewards, the first 
being procurement of leader items. The Direct Assault also 
encourages a very efhcient 
combat strategy. Destroying 
the leader of an enemy force 
pre-empts direct combat with 
the remainder of the force, 
which is normally a costly 
endeavor. Lastly, you earn 30 
magic crystals for winning 

in a timely manner. Because 
crystals are generally difficult 
to acquire, Direct Assaults fueled by massive aerial combos are 
a fast way to earn these priceless items. 
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Winning Formula for Battle 

Several skills and items are effective in battle, regardless of 

the situation. When it comes to keeping your party alive, 

First Aid, Fortify Physique, and ‘Toughness are the best skills 
available. The Drainwing accessory randomly takes the damage 
you inflict on your enemy and adds that number to your HP. 
When you equip characters that deal heavy damage with this 
item, their ability to stay healthy increases significantly. Other 
survival methods depend on the Sealstones you carry with you. 
Liteforce Blessing and Shield Blessing carry abilities that are 
helpful through a large portion of the game. Any of these items 
and skills, or a combination of several of them, can ensure your 
survival when things get rough. 








Abusing Dismantle 


The Dismantle skill instantly eliminates an enemy if you 
happen to score a critical hit. Normally, Dismantle is far too 
inconsistent to rely on because critical strikes have such a 
low occurrence rate. However, two specific weapons make 
all of your attacks critical 
hits. [hese weapons are the 
Blue Gale and the Ascalon. 
Equipping Dismantle to a 
character that uses either 
of these weapons makes all 
attacks instantly kill the 
enemy. Of course, this does 
not happen if the attack 
hits an enemys armor and 
not a fleshy part. Also, it 
doesn't apply to all enemy types, but most normal enemies 
are vulnerable to it. Unfortunately, neither of these items is 
available until much later in the game, so you have to wait a 
while before you can use them. 


Type Weapon Name Efiect Location 
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Abusing Party Grouping 


You can exploit a few grouping system quirks to achieve 
interesting results. [he first is the way party members react 
when the leader is separated from the group. This sometimes 
happens when you Dash near a corner—a party member is 
accidentally left behind. If the leader is within a specific range, 
stranded party members will run back to the leader’s position 
while time is still frozen. This is important to remember if 
you need a party member to rejoin your group but you 

don't want to risk walking toward him or her. However, this 
behavior has far more interesting applications when it comes 


to party grouping. 


Essentially, party members separated by a certain distance are 
still considered active participants in the group. When the 
separated member is the leader, any action he or she takes still 
dictates the actions of the entire party. For example, assign 
one of your characters into a group of one (red) and leave the 
remainder of the party as is. Move the lone character toward 
the closest enemy, one that’s no more than four party lengths 
away. When youre close enough to attack, immediately switch 
the character's afhliation back to blue, and then quickly attack 
the enemy before your party has a chance to run over to the 
lone character's position. If you do this correctly, the remaining 
party immediately appears directly behind your lone warrior, 
ready to pummel the enemy as a party. After the attack 
sequence finishes, your party then warps back to the position 
they occupied before the attack started. Just as Attack Mode 
ends, quickly switch the attacking character back to group red 
to prevent the remainder of your party from running to his or 
her location. 
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ih steric tic is is specif | cally us ful for dealing with difficult boss 
_. characters. Tn many cases it’s far too risky to attack an enemy 
_____ with your entire party, thanks to the many attacks that can hit 
oe your whole gro up. One character is far easier to manage and 
| shea, and by using this tactic, it’s possible to inflict damage with 
. your « entire party while putting only one member at risk. Note 
that this tactic works only from a very specific distance. If you 
: attempt it from too far away, your party will simply remain at 
it distanced location and ignore the leader’s actions. 








a 





, Byery character in your party starts with a line of base statistics. 
_ These stats consist of various numbers that determine how 
_ your character behaves in battle. Level- -ups, equipment, and 


some items greatly affect these statistics. As you handle a 


character's growth, the overall goal is to raise statistics that help 


the character’s play style. 
Sorcerers, for instance, should 
concentrate mostly on raising 
their MAG parameter, which 
determines the strength of 
their spells. The following 
section discusses the available 
attributes and their affects on 
your characters. 





| Base Parameters 


LEM gett 


. Strength. This base statistic determines the damage output 
of physical attacks. STR is combined with ATK upgrades from 
Weapons and accessories to produce the character’s ATK rating. 
Intelligence. This base statistic determines the damage output 
of magic attacks. INT is combined with MAG upgrades from 
weapons and accessories to produce the character’s MAG rating. — 
Dexterity. This base statistic determines the accuracy of physical 
attacks. DEX is combined with HIT upgrades from armor and 
accessories to produce the character’ s HIT rating. 


Agility. This base Statistic determines the rate at which attacks 
are avoided. AGL is combined with AVD upgrades from armor and | 
accessories to produce the character’ s AVD rating. | 


Constitution. This stat dictates your character’s endurance. Halt 
of this value is added to the RDM gained from equipment to 
__. Create the final RDM value. 


ee ee 





there it can be equipped it in \ the Skills Menu. 


Parameter 
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. Character’s total attack power. This number is obtained by taking : 
| the character’s STR and combining it with the total amount of ATK : 
__ gained from equipment. : 














S Character’ S total magic power. This number i is obtained by taking : 
the character's INT and combining it with the total amount of MAG 
gained from equipment. : 


This stat determines the eliaracter’ S total accuracy yan critical hit | 
rate. This number is obtained by taking the character’s DEX and 
combining i with the total amount of HIT gained from equipment. 


: This stat determines the character’ S ability to evade attacks. This 
__ number is obtained by taking the character’s AGL and combining 
it with the total amount of AVD gained from equipment. 





| q Resistance to physical damage. This stat determines the 
Cg character’ s total defense rating. | 







a | oo Resistance to magic damage. This sit determines the 
> __| character's ability to defend against spells. | 
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Each piece of equipment comes with a symbol attached to 

it called a rune. Runes come in three different colors: blue, 
red, and green. Each rune symbol contains a certain type 

of power within it that, when combined with other runes, 
offers newfound abilities in the form of skills. Skill effects are 
generally quite powerful and often determine whether you can 
defeat the foes that cross your path. 


You can use the Equipment Menu to form skills. You achieve 
this by equipping specific sets of items to form rune words. 
The diamond-shaped modules to the right of the Equipment 
Menu show the current runes set in place by the items you 
have equipped thus far. You must create specific rune words in 
order to start learning a skill. The rune words you've already 
found appear in the Skill Learning Menu, which you access by 
pressing the ® button on the Equipment Menu. Skills marked 
with question marks denote rune words yet to be found, while 
fully listed skills show the 
rune word combination 
necessary to obtain the skill 
(at the bottom right corner 
(eee eee ~=— (tthe screen). With the rune 
(ee §=§=6word combo in hand, you 
tx i must link the necessary rune 
fo a “= symbols on the rune diamond 
| EE § = by equipping items that 

contain the needed runes. 

‘The runes must touch each 
other on the diamond in order to link properly. The runes flash 
for a moment when you do this correctly, and the name of the 
skill you want to learn appears above the diamond. 
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From there, you must learn the skill through battle. After each 
successful battle, the grey progress bar to the left of the rune 
word combo slowly fills (present in the Skill Learning Menu). 
Once that bar reaches 100%, the skill is learned, and from 
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ach character must have a certain amount of Capacity Points 

CP) to equip the available skills. All characters start with two 
Capacity Points at level 1, gaining two CP for every 10 level- 
ups they earn. It costs a specific amount of your character's CP 
to equip a given skill. Within 
the six slots available in the 
Skill Menu, you can equip | ¢ 
multiple skills as long as your —eeeeeeeeeti essence. 
character has enough CP eee 
to support them. Note that 
Capacity Points max out PO 
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To equip a skill, press the & 

button on any of the empty 

slots in the Skills Menu. An additional menu appears on the 
right side of the screen, showing you some of the available 
skills. Press left or right to cycle through the skill categories, 
then up or down to select a specific skill. If you have enoug 


CP, press the & button on the desired skill to equip it. 
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This skill type affects your character's status, often granting 
unique abilities that cover a wider range of effects. 


tack Skill 


Attack skills affect the way your character delivers damage to an 
enemy. [hese techniques range from additional attack hits to 
increased AP gem amounts when your character hits a 

floored enemy. 


Defense Skill 


efense skills boost a variety of immunities, ranging from 
increased HP amounts to a fortified resistance to magic. 


Critical Skill 


Outside of True Seeing, which simply increases your critical hit 
rate, Critical Skills are attack types that initiate only when you 
score a critical hit. 


Reaction Skill 


‘This skill type offers new abilities that work only with manual 
inputs. In most cases, these skills require precise timing and 
patience, making them viable only for expert players. 
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Some enemies hold Sealstones, granting them the effect of the 
Sealstone’s power. When you enter a zone in which an enemy 
has a Sealstone, a warning message appears, labeled “Enemy 
Effect.” If you defeat the enemy holding the Sealstone, the 
Sealstone will appear on the floor ready for you to claim it. 


- "Sealstones ai are spheres of concentrated energy that emit a 
statu. : effect to the area around it. When a Sealstone is held, 
its enchantment affects the 
entire party. It’s possible to 
place these stones in various 
locations within a dungeon 
to create an area-wide status 
effect that cripples every 
enemy within the region. 
Three different pedestals are 
used to hold Sealstones: 





You may also notice that some areas on the dungeon map are 
marked in grey. These areas are called Divinity Voids, and they 
inhibit the power of Sealstones. As you progress through a 
Divinity Void, you cannot fire photons, so tread carefully. 





Finally, because you need magic crystals to restore Sealstones 
to springs, its important to know how to get them. First and 
foremost, Direct Attacks immediately earn 30 crystals at the 
end of a fight. Second, aerial combos knock magic crystals out 
of enemies; combined with skills like Double or Triple Edge, 
the number of crystals you gain can be substantial. Keep in 
mind that you can gain no more than 80 crystals from a given 
hight, so don't overexert yourself. 





Sealstones placed on a dais 

subject all enemies in the area 

to its effects. When you enter 
an area with active effects, 

a warning message appears 
onscreen. Because daises are 
located on top of Earthveins, 

_ the area effect travels 

2 throughout the veins, affecting 
any area they reach. Unfortunately, Earthveins may not travel 

_to every point on the map, in which case the area effect will be 
inactive. You can check the range of a Sealstone’s effect on the 

_ dungeon map. Areas affected by the Sealstone appear in red. 




















: en ere atl Siete 





/ eae can ok Go litopes | in springs to save them for use in ! He oie ESET ESS TESS TET SD STEELE DISSED TS 
: other dungeons. This is called restoration. Restoration costs : Black Anchor oF — oe q eoTtery Mountain Ruins 
: magic crystals, which you an — : af | Co | 
earn as a reward at the end Masons Wr wa 
of combat. Once you return Fog Wrath —__ 
a Sealstone to a spring, you a, | 
can withdraw it again later. Cc Gold ES 
A Sealstone restored in one 
spring can be withdrawn at 
another, making it available 
for use in other dungeons. 
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Earth Attack 1 50%, 

Lightning Attack 
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Einherjar, or the warriors that fight alongside your company, 
are obtained through reading objects that are scattered 
throughout dungeons. These objects are always in the form 

of blue, glowing weapons. When you examine them, you are 
given a choice whether or not to release the spirit within. Once 
they are released, Einherjar become selectable in your party 
menu and they can then be used in battle. 


In many cases, multiple Einherjar are present within a single 
weapon. Upon release, only one of the Einherjar joins your 
party. [he warrior you obtain 
is decided randomly, based on 
a percentage assigned to each 
character. These percentages 
are listed within this guide's 
main walkthrough. Following 
is an example that illustrates 
two Einherjar occupying a 
single weapon. 
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Once Einherjar reach a certain level, they can be returned 


to physical form. This is referred to as releasing the soul of 
the warrior. Although the character is lost when this occurs, 


you gain an item in return. You can use this to permanently 
increase the parameters of one character. The parameters you 
gain depend on the Einherjar’s class at the time of release. You 
gain other items as well, depending on the equipment attached 


to the character upon release. 


You must build 
up Einherjar to a 
specific level before 
you can release 
them. This level is 
specified in each 
Finherjar's status 
menu as “Free LY.” 
Select “Free Soul” 
from the party 
menu, and then 
the character you 
want to release. You 
then receive an item 
and the character 
returns to his or 
oe | siher homeland. You 
a  .- Fan visit released 
a. | «4 Eisherar, and 
doing so provides 
additional rewards 
in the form of items. 
Refer to the “Forces of Light” chapter to find the location of 





each Einherjar after his or her release. 






c While releasing Einherj ar is very much worth the effort, 
keeping at least a few lower level Einherjar around is vital. The 
‘party s average level is used to determine how much skill level 





is gained after a fight. Because of this, adding a lower level 
Einherjar to a party of high-level characters enables the group 
to earn skills at an extremely rapid rate. 


| Atcher’s Aptitude 


| Warrior’s Wits _ 


With each 

battle won, you 
gain experience 
points (EXP). 
When characters’ 
EXP gains cross 
predetermined 
thresholds, they 
receive a boost in 
statistics through 
what's called a level- 


up. [his type of 
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growth spawns strength and newfound abilities necessary 
tor battle. Gaining level-ups is the key to building strong 
parties that can compete with the ever-growing strength of 
Midgard’s monsters. 
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‘There are several different ways to hasten the character growth 
process. First, the skill called ‘Training offers a 150% EXP 
boost for the price of a 20% overall statistic reduction. Despite 
the weakened state, this is well worth the price of admission 
when youre dealing with weaker enemies in most dungeons. 
Second, the Experience Pig Law Sealstone doubles your EXP 
accumulation in exchange for foregoing the usual post-battle 
Oth reward. Although you need Oth early in the game, it’s 
abundant after Chapter 4, so equipping Sealstones like this 
bears little consequence. Finally, combos are a big part of fast 
experience accumulation. Aerial hits within a combo produce 
crystals that add to your overall EXP gain. Setting Rufus’ 
Killing Thorn attack when he learns it at level 25 will cause 
enemies to drop a large number of magic crystals when the 
attack is performed while the enemy is in the air. Equip skills 
like Double or Triple Edge to significantly increase the amount 
of EXP you gain from air combos. Finally, a few items give 
additional EXP bonuses. Expert's Experience instantly raises 
your characters experience points by 300,000. The Double 
Check item also doubles the amount of EXP you gain ina 
single battle, which is perfect for boss fights that already bestow 
massive EXP rewards. 


_ 


You earn new 
| ee . | normal attacks 
I kz as = : rn ri : a ~ 4 | through level-ups. 
Se Sed Use the Attack 
site se = =3© Menu to equip these 
, Breaded Radias | oe ; ' new "attacks, You can 
types of attacks at a 
time. However, the 
weapon a character 
holds determines 
whether he or she 
can use a given attack. The weapon also dictates the number of 
times it’s possible to attack. Spells fall into the same category 
when it comes to a sorcerer’s base attack. Consult the “Forces 
of Light” section of this guide to learn the properties and 
descriptions of these attacks. 





Be - ‘sharecter’ . ——— tk 


ee cs 7 
i ee es otoidoercnconninnd sceses 


ee ee 
Pee ieee ge ese te 2 
£ — pe siege ienanied inti ae * L Jiao a 








aN. Cre 


As you progress through the game, you acquire new equipment 
through shop purchases and dungeon exploration. Equipment 
types include weapons, armor pieces, and accessories. 
Attaching new items to your party is vital for character growth 
and combat success. You need armors and weapons to deal 
with the onslaught of progressively stronger adversaries. 

Many accessories protect against status ailments that are 
normally very difficult to handle. Pay close attention to items 
that appear in shops, and make it a point to keep your party's 
equipment updated. 
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After you complete the game for the first time, a yellow star 
appears next to the corresponding save file. You can use that 
same save file to start the game over again, but on a slightly 
higher difficulty level. The difficulty increase doesn’t stop at 
your second play-through; each new play-through on the same 
save file progressively increases the game's difficulty. Game 
difficulty is augmented via enemy statistic multipliers. This 
increase continues all the way to the 50" play-through! The 
following table depicts the gradual boost in enemy statistics 
during the first five play-throughs, as well as the stat multipliers 
for the 50" play-through. How far will you go? 
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Your journey through the lands of Midgard begins. 
Much of this chapter is used as a training session that 
uides you through the basic functions of the game. Take 
advantage of the Lost Forest’s help stones and tutorials if you 
da reminder of how combat or photon shots work; they're preat 
hands-on references. Above all else, take your time to thoroughly 
rummage through everything this chapter has to offer in order to 
prepare yourself for the trials ahead. 
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Betore leaving Solde, head to Chapel Square and 
house on the far western end of the village, Mov 
side of the room and examine the paper on t 
a poem: “Time's goddess spins the thread, | und < 
the spiral loom.” Later, you'll need this verse and t 
to gain a powerful item called the tri-Emblem. | 
the locations of the other poems in this walkthrough as t 
become available. 
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Take heed of this dungeon’s final 
screen. [here are a few items hidden 
at the top left corner of the map. To 
get to them, fire a photon upward 

at a 45-degree angle toward the 

items’ general area. | 
e photon should hit and encase 

a pillar resting directly in front of 

the boxes. Shoot another photon 

at the crystallized pillar to swap places with it, carrying you to | 
newfound treasure. 





Because it’s the first dungeon you encounter, the Lost Woods 
consists of nothing more than a linear romp through enemy 
encounters. Nevertheless, use this area to practice combat Rl acta, es a 
techniques and gain familiarity with Alicia’s field map options. pommenmne pooaemocnenmeana nen 
Help stones are placed accordingly throughout the dungeon, so 
refer to them if you're looking for in-game assistance. 


your group at the end of this 

ungeon. His defense is weak, so | 
immediately navigate to the party 
_ formation screen and move him 




















to the back of your group. His 

: main method of attack, the Frigid 
spell that has a small chance of 

_ freezing your enemy. Once frozen, enemies cannot initiate any actions 
_ for a short period of time. This is usually just enough time to pummel 
_ your foes with another series of attacks before they break free. Take full 
_ advantage of this ab. 
_ Frigid Damsel! 









Warrior’s Arcanum 
| body), Bonemeal (both arms), 
Skull Receptacle (head), Black 
Crystal (lower body), Dead 
Ashes 
Beetle Shell (outer shell), 
Amber (left half, right half), 
stagnant Water (arm), Insect 
| horn) 


















(torso), Meat Chops (tail), 
Beast Fang (head) 
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There are two sets of Einherjar in this dungeon. Each item to be read carries two to 

three Einherjar. However, only one warrior is eranted upon reading the relic, and chance 

determines which one. If you want to obtain a specific warrior, save your game just outside 
the Royal Underground Path before you read the items. If you don’t receive the warrior you 
want, reload your save game and make your way back to the haunted treasures. 
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| Warrior’s Arcanum (upper 
| body), Bonemeal (both arms), | 
| Skull Bow! (head), Black 


TRE ORME rea 










Armored Beetle Shell (outer 

shell), Amber (left half, right 
half), Stagnant Water (arm), 
BugThorn(tailhorn) == 
| Beast Flesh (leg), Beast Pelt | 
Bonemeal (both arms), Long 
Sword (weapon), Black Crystal 
(lower body), Dwarf Tincture 

| (upper body) ee? 
| Bat Wing (wing), Iron Ore 
| (weapon), Little Devil Heart — 
| (upper body), Burgundy Flask 
(lower body), Goblin Tooth (head) | 
































Dead Ashes 
























es a . listic Rhino —_‘| Spiral Arrowhead (Shield-front 
_: 7 i. | blade), Worn Shield (Arm 
ee =z: | . - Shield), Baraka (shield back, leg 
— ey | armor), Ram’s Horn (horn tip), 
-- ~~ hae Pact Chain (horn base), Black 

Ff | | Crystal (torso), Empty Shell 
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You can get through the few dungeons Chapter 2 
contains as quickly as Chapter | if you rush. However, 
you can obtain several helpful items by taking the time to do 
a little hunting on the side. Use this chapter as an opportunity to 
build up character statistics and prepare for the far more crueling 


dungeons in Chapter 3. 
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. After you obtain the Crossbow, use 
After y 
| photon shots to encase and move 


the nearby enemy to the vicinity 


of the treasure chest you opened. 


Jump on top of the opened box’s 


lid, then jump and fire a downward 


photon shot to teleport the enemy 
to the top of the box. Leap on top 


of the crystallized enemy, and 


= ‘To reach the Flare Gem, crystallize 
y the enemy wandering on the first 
| floor. Use it as a stepping stone to 
; hop to the platform closest to the 


ground. From there, jump from 


the platform’s edge to your right 


to reach another platform a little 
higher up. Jump vertically and 
fire two photons to your right to 


an enemy floating above you. Walk left until you see a red 
you destroy the pillar, jump on top of it and use it as a ste 


reach the elevated platform containing the Flare Gem. 





The enemy labeled the Living Armor that lurks in this dungeon 


encase and swap positions with the enemy there. Jump vertically yet 
again, and shoot a photon upward to your left to trade positions with 


pillar. Before 


yping stone to 


drops important items: the Black Crystal (2), Empty Shell 

, Pact Chain (1), and Sharp Spearhead (2). You need these 
items to open up a weapon called the “Falchion” 
you reach later (Coriander). Take the time to earn these items 


by repeatedly defeating the Living Armor via chopping off his 


various body parts. The items drop at random, so be patient to 


reap the benefits of success. 


Eyeball (head), Black Crystal (upper body), 
y) 


in a town 





jump to your left to find a previously unseen ledge and a box containing | 


Saba betperin 










| 





After your battle with 
the Primordial Ooze, 
take a stroll to your right 
to watch a cut-scene. 
Then make your way out 
of Dipan Castle via the 
same route you entered. 
After you approach the 
stairway to the upper 
half of Dipan Castle, Y 

Hrist arrives to halt your escape. When the cinematic finishes, 
don’t move to the left. Instead, take a few steps to your right 
to find Hrist’s former weapon stuck in the tiled floor. Grab the 












| Bat Wing (wing), Iron Ore 
| (weapon), Little Devil Heart 
(upper body), Burgundy Flask 
(lower body), Small Demon 
| lead) _ 
| Beast Flesh (leg), Beast Pelt 
(torso), Meat Chops (tail), 

Beast Tusk (h 




















gat) 

















: | Leather Boots 








































powerful new weapon and proceed to the castle’s entrance. Sharp Spearhead (weapon), a 
Pact Chain (arm), Eyeball 
| (head), Black Crystal (upper 
body), Empty Shell (lower 
| Bat Ears (ear), Meat Chops 
Lezard the mage joins ee Se 
your group A$ you return 
to the lost woods. Aside | 
from that, none of the , 
enemies have grown in 
strength since you were C a 
last here, so proceed ©. ese ain a 
through the dungeon in A cat in Solde’s Chapel Square is 
reverse without fear. hungry for Seafood. Feeding it 
: . Seafood 15 times gives you a set 
| of items needed to obtain a rare : 
item called the Cat’s Ring, which 
_ is locked away in Solde’s Armory. 
| | The aforementioned items include 
a the Hunted Mouse, Tailless Lizard, 
| ~ Misfortunate Bird, and Cat Poop. 
Hardly a dungeon per - Seafood is randomly dropped when you cut off the tail of the Flying , 
Se, Kythena Plains is an Fish in Kythena Plains. Dash to its rear and. attack it repeatedly to | 


enemy-infested road 
that links to a new map. 


target its tail and possibly earn enough Seafood to get the Cat Ring. 








Although there are no reese . scnaninn 
treasure chests here Dire Wolves and Giant Bats both 
Fee 8 drop Meat Chops, which are 
many of the enemies in 


important for earning an item 


es 2 Oe feae ae — OO Se ES. Called the Dog Ring later. The 
collecting if you have ee 
time to spare. | 





is different for both monsters. 
In the Dire Wolf’s case, the tail : 
Uf eee randomly drops the item. The Giant — 
| ee vitals Wess, te bot | 


, : | 
cases, however, simply navigate to the enemy’s back to effectively attack ; | 
pty & r ¥ | 





_ the body parts of interest. Collect 15 Meat Chops if you want | 
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A hungry chicken stands outside of the house directly next to the town Inn. Fe 
15 times gives you a set of items needed to obtain an accessory called the Bird Rin 
is located in the Coriander shop. The items you receive are Chicken Feed, Vegetabl. 
Clamshell Chum, and Bird Poop. To obtain Bonemeal, hunt Skeletons in the Lost 

Skeleton Soldiers in Dipan Castle. Both enemy types randomly drop Bonemeal. Once yo 
the items, you can purchase the Bird Ring from the merchant in Kalstad. oe 





Serdberg Mountain Ruins 


‘This is the first dungeon that makes use of Sealstones. The few available within this dungeon 
arent extremely potent, with the exception of the Sword Blessing stone. Still, a free statistic 
bonus is always welcome. Get used to carrying Sealstones and using the ones that best help 
your situation. 








Two sets of Einherjar can be materialized in this area. Between Celes and Tyrith, Celes is the 
one you want. She boasts a devastating Critical Skill called Dismantle, which demolishes 
enemies in a single blow. Equip her with items that raise her Critical Rate to increase 
Dismantle’s effectiveness. Because there isn't an accessible save point near the materialization 
point, you may have to reload your game in Coriander to reattempt materialization if you get 
Tyrith instead. It’s a frustrating process thanks to Celes’ low appearance rate, but its worth your while. 
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[Beast Pelt (head), Warrior's Arcanum (tail), Iron Ore (helmet, torso) 
Silver Sallet helmet), Beast Pelt (head  Warrior’s Arcanum (torso), Copper Coin (torso Lucky Tail (tail), 
| Great Eagle Heart (right side), Raptor’s Talon (wing), Feather (leftside) 
| Thunderbreath Core (left side), Great Eagle Heart (right side), Charged Tail Feather (tail), Feather (wing) _ 































| Great Eagle Heart Wipper ho dy ; Broken Claw upper body), Indigo Plume (head feather), Beak (head), Feather 
[lower ee 

{ Blue Soul Flame (candlestick), Cursed Soul (candlestick left side), Flare Gem (candlestick right side 
| Apothecary’s Arcanum (bond), Thunder Gem (crushing), Brilliant Peacemaker (torso) = 


Tome of Godspeed 





Union Plume : : 





| Broken Claw leg), Giant Pincers (arm, scissors), Blade Claw (tail), Ray Force (head horn), Golem Eye light 
| Dragon Gallstones (torso), Orientation Scales (head), Wyvern's Winghone (wing) 


| Dragon Gallstones (torso), Orientation Scales (head), Wyvern's Wingbone (wing) 












Upper Lizard (when 
separate up) 
Lower Lizard (when 
Separate down) 
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: Dragon’s Talon (back leg), Uniaden Swallow Scales (front leg) 

















You can reach the Ram’s Horn by 
stacking two crystallized enemies 
— on top of each other. Note the 
| two enemies in the room. Fire a 
= few photon shots to encase one of 
| the monsters just to the left of the 
platform with the chest on it. Move _ 
the second enemy next to the first 
crystallized enemy. Jump on top 
of the first enemy, and fire a photon downward to teleport the second 


enemy above the first, stacking them on top of each other. You can then _ 
jump up to reach the Ram’s Horn. 
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A shoddy wall hides a room 
containing three items and the | 
materialization point for Celes and 
Tyrith. Attack the wall three times __ 
to break the wall and reveal the 
room. Keep in mind that you must 
complete this step before Point of 
Interest #3 (below), which blocks 
the wall from tampering altogether. _ 
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Note the red seal on the ground in 
. this area. Climb up the platforms 
directly above it to find a strange 
looking pillar with an orb on top 
of it. Use photon shots to move 
the pillar to the platform to your 
bottom left. Then push the pillar 
down to the next closest ledge. Once 
you reach the bottom floor, push 

al to reveal a staircase leading to the next area. 
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You must teleport the second pillar 
in this area to the lower floor on 
your right. Once there, push the 
pillar to the right until it falls into 
the pit, breaking the floor and 
revealing a hidden passage that 

| leads to a Sealstone and a Falchion. 





pret el 








Pics 
pote ee a 





Tei eSe 





Notice the cracked floor directly to 
the left of the green pillar. Position 
yourself directly on top of it and 

crystallize the pillar. From there, 
jump vertically and fire a photon 
downward at the pillar to teleport 
| it to your aerial position. If youdo __ 
this correctly, the pillar collapses 
| through the floor, revealing a 
hidden passage. A rather strong enemy called the Crust Golem is at the 
bottom of this pit, so delve into the abyss with caution. If you decide 


to fight it, immediately move behind it to attack without the threat of 
major retaliation. 
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_ You obtain the Metal Buckler by 
crystallizing the airborne enemy 
| in this area. Teleport the monster 

_ toward the ground near the 

_ platform. Jump vertically next to it 
and fire a photon downward at the 
apex of your jump. The crystallized 


enemy stays airborne after it’s 
encased, so jump vertically next | 
to it and fire a shot while you hold the jump button. When you swap | 
_ spots with the crystal in midair, direct your jump toward its top to land — 
| _ safely. Now jump over to the platform holding the Metal Buckler to |e 
_ obtain your prize. . 
























a ~ directly to the right of the final save 
|; am _ point. Although you can't see it, a : 


pillar sits at the edge of that outcrop. 
is pillar by using 


reference, fire two photon shots near 











the very end of that ledge to teleport | 
yourself to the items above. : 





The mercenaries Leone and Arngrim join your ranks in the 
middle of this dungeon. Both are powerful members to include 





on your journey, though Arngrim’s abilities stand out over : 
Leone's. Specifically, his Soul Crush technique deals massive : 
damage while still building plenty of meter for follow-up 
Special Attacks. 
On a similar note, you may want to build up Leone and 


Arngrim to level 40 before the end of Chapter 3. Doingso © 
awards you with several incredibly powerful weapons, all of | 
which keep you well equipped until you make your way to the 
Seraphic Gate. 7 


| White Flower Petal (head), 
[Nightshade (petal) 


e Wyvern, leave the dungeon and go straight 

Village. Examine the chicken standing in re: 
| Core, Charged Tailfeather 

(tail) be 

| Great Eagle Heart (upper — 

body), Broken Claw (upper 

| body), Indigo Plume (head 

| feather), Beak (head), Wing 

| Silver Sallet (helmet), 
Beast Pelt (head), Warrior's 
Arcanum (torso), Copper 
Coin (torso), Lucky Tail (tail), 
Koboldriller (weapon) 


ac er ey eh DL ce a ae oe 7 = Saha SaaS a aah ey e 4 


_ optional. If you choose ee. CECC~—‘“‘C—C~s—CSCCC#CO Thunder Gem (crushing), —_‘| Trinket 
not todo it, skip ahead to ee ; ewe MF Brilliant Peacemaker (torso) ) 
the town called Villnoreto =. =e te See h6UdhT Ch Heavy Crosshow (weapon), —_| Lightningproof 
‘resume the main storyline. Lamb's Horn (horn), Lamb's | Trinket 
Voull'e nj oy aevegal benefits Tooth (head), Piercing Imprint 


: . ight arm), Falcon Impri 
if you tackle this dungeon: — == & : (right arm), Falcon Imprint 

: | fal 3 d ae eee er ae a. 2 ‘(left arm), Shell Shade (front 
Poe ee | — Cl | side), Tail Armor (rear side) 


t ae end. Mowever, 1ts very ) | oe . _ | Clay (both arms, both legs), 
difficult to complete this dungeon at this point in the game, ; .j~ | Apothecary’s Arcanum (lower 


you may opt to return to it later. a — . . tbody) 


| Griffon Talon (leg-back wing | Charge Break 
tip), Wing Feather (front 
‘| (head adornment), Gargoyle’s 
| Wings (rear wing base), 
| Garn et (head), Great Eagle 
| Heart (torso), Feather (lower 
| body), Jade Sealpouch 


Koboldriver (weapon), 

| Adamantite (helmet), Beast 
Pelt (head, chest), Silver Coin 
torso), Lucky Tail (tail) 


j Sacred Spinel (head), Crown 


| Lucky Tail (tail), Magician’s 
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lent Forest Map 






-Griffon’s Talon/Green 
Sealing Device 





















The Sheathed Power Wrath stone 

is guarded by four Cybersaurs, a 

ferocious batch of lizard men with __ 
absurdly high attack and defense 
ratings. Because the Sheathed Power — 
Wrath Orb is vital for beating this 
area's boss, you have no choice but 
to defeat them. It takes only one 
or two hits for a Cybersaur to lay 
_ waste to your group, so play patiently and move around the field very 
carefully. Never allow yourself to end up in the pit-like area; it’s easy 
for the group to surround you there. 
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ocus on a hit-and-run strategy 
as your key to walking away with a win. Cybersaurs turn around fairly 
slowly, so use long double-dashes to safely move behind the leader 

and pelt him with a few combinations. Never use all of your AP; leave 
at least two bars available to dash away from your foe after each 

successful attack. When you're low on AP, run away from foes until 
your AP replenishes. 




















ee 






When you're ready to proceed 
to the next dungeon (Audoula 
Temple on the Lake), speak 
to the young man in green | 
walking around the west side of 




































Saco nesesec ere eane er town. Also, speak to the three = 
Earthproof Trinket 3 aa 
5 caster men standing around the table 
Tiny Flower 
Be sere cumcs in the center of the tavern. ‘They 
— 20000th ak of th horrors taking pl 














dog gives you a Sucked uree a} Me 
Bitten Shoe, Worn Out Cloth, and Dog Poop. Keep 
items until later, when you can sell them to obtain the Stock up on Dwarf Tinctures, 
Ring Now pay a visit to the first house in town. Examine Honeysuckle Dew, and Union 
in the far right corner to get an Earthproof Trinket. Plumes before you enter this 
ter the house directly to the right of the armory. dungeon. The enemies in this 






tight edge of the house to find 2000 Oth ripe area possess absurdly high attack 


and defense ratings, so any battle 
in this area can go sour very 
quickly. ‘That aside, this dungeon 
is completely optional. The reward for defeating this area’s 
boss is 10000 Oth and a bushel of useful items and Sealstones. 


though difficult, this dungeon is completely manageable at this 
point in the game. 
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Regarding this area’s indigenous enemies, most physical attacks 
don't damage Wasp Nests, but magic-based attacks do. Loading 
a foe your party with wizards, like Alm, Lezard, and Mithra, is the 
. nes eee se most effective way to deal with these pests. You can also equip 
= specific weapon types that deal elemental damage to Wasps 
Nests. For example, the Karsnaut, which is a rare drop from 


_ the Crust Golem in Serdberg Mountains, deals Holy damage 
a perfect choice for Alicia). 
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S Brimstone Law | Turn to Fire 
[Alarm Blessing | Guaranteed Initiative 
Gold Grubber Law Acquired Oth x 3, 





Experience =0 













‘Stone Bullet t (shell), ee Pearl 1 (front shell) Adhesive (insides), Gas Ejector belly leg), 
| Honeysuckle Dew (mouth) ; _ | 
| ‘Monster Scales (tail, upper body), Fairy- in the-Box belt), Piercing Imprint (weapon), Worn 
‘Shield ateien Boliflowat ae: ane body), Alligator Skin (tail) 








Hae ae a upper Te RG Hh Wing ( ‘(both b below f rae ), Insect Cl see “[RoyalJelly == 


Big Bugeye head), Giant Amber (upper body), Royal Jelly (lower ii) Banshee Scales ! fi 
iol bareh, Big! Mezile (tail tip), : se Drown tomist iag:s 0%). « |... A. - 














‘Indigo Plume (both upper feathers), Tuning Wing ‘both below feathers), Insect Blade (upper 
arm), Insect Claw (mid-arm, lower arm), Big Bugeye (head), ‘Amber Core (upper body), 
Royal Jelly (lower body), Banshee Scales (tail base), Lance Needle (tail tip), Crimson 
Sealpouch (crushing 100%) 







To reach the Einherjar 
materialization point, crystallize 


the crawling enemy just below the 
edge, and then jump on top of it. 
Now turn to your left and fire two 
photon shots to encase and swap 

_ positions with the second strolling 
enemy. Use the stacked crystals to 
leap to the upper ledge. 





Audoula Temple 
_on the Lake 


lungeo n takes a lot of time 


s to its myriad 
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: Bone (torso), Wax Clump (stalk) _ 


(head horn), Golem Eye (light part after head horn is crushed 


a ee 


lligator Skin (tail), Karsnaut (weapon), Empty Box (belt), 


Geist Core (main body nucleus) 


riystie Cult Staff (weapon), Liltle Devil Hear (upper body), Burgundy Flask (lower body), Saberooth 


Giant Pincers (scissors), Stone Cutting Pincers (arm), Seafood (leg, shell), Tough Fin (tail), Ray Force 


| Bullet (rear dragon head), Tentacles (low leg), Vermillion Cartilage (head), Seafood (head upper part), | 


| Divine Time Giver (crushing 100%) 















other items through a little tricky 
crystallization. Move the two flying 
enemies in this room so that they're 
near any side of the ledge that holds 


the items. Freeze the first enemy 





just within jumping distance high 
above the ground. Freeze the other 
enemy close enough so that you can 
hit it with a downward photon shot from atop the encased enemy. Just 
after you fire the photon shot, immediately jump toward the ledge to 
teleport the second enemy northwest of the first. When you reappear, 
both enemies should be in offset positions such that you can use them 
as stepping stones to reach the floating ledge. 




















with water running throug 
right so that it shuts down b 
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_ The lever in this area changes where 
the water flows, affecting your 

access to either the save point or 

the Ice Blessing Sealstone. To shut 

down the water altogether, go to the 

upper part of the area holding the 








middle of the path; push it to the 
left so that it falls into the crevice 
it. Return to the lever and push it to the 
oth sides of water flow. 
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To reach the Ehrde and Phyress 
materialization point, position 
yourself a few steps away from the 
front of the pillar just before the 
raised ledge. Jump vertically and fire 
an upward photon; the shot should 
pass just over the monster sitting at 
the ledge and bounce off the roof 
above it. If your aim is true, the shot | 
then bounces off the ledge floor and hits an airborne enemy floating 


off screen. The shot must be spot-on, so you may have to nudge around 
a bit. Use the mini map to see the floating enemy’s location and the 










Getting the Evil Eyebrow Ring isn’t 
quite as difficult as it seems. On this 
area's second floor, leap across the 
pit to the ledge just to the left of the 
Evil Eyebrow Ring. Crystallize the 
floating enemy in the area and move 
it to the ledge’s vicinity (not all the 
ee = SCOwsay at the end; you need room to 
4 jump). Jump vertically and fire a 
ot downward to teleport the enemy as high as possible into the air. 

_ Now stand directly at the edge of the ledge your on and jump vertically. 

_ At your jump’s apex, fire a photon so that it reflects off the ledge that 

_ holds the Evil Eyebrow Ring. Just after the shot bounces, j jump east 

- off the ledge. Time this so that youre at the peak of your jump just as 

the reflected photon shot hits the crystallized enemy. Just as you swap 

places with the crystal, hold the jump button to jump on top of the 

rematerialized crystal. You can now jump over to the Evil Eyebrow 

Ring’s ledge. Be careful opening the chest—a bomb trap is attached 
_ to it. As the trap detonates, jump vertically to avoid the explosion and 

safely take your prize. 


trely 
t 


RS 





Reaching the Gold Blessing 
Sealstone is tricky. Stand under the 
Sealstone’s ledge, jump vertically, 
and take a look at your mini map. 
Note the two enemies against 
wall directly behind the stone. 
Position yourself just to the right 

of the Sealstone ledge, thenjump 
vertically and fire an upward 
photon shot. Photon shots can fly through the wall behind the stone, so _ 
the goal is to hit the flying enemy on the other side and swap positions 
with it. After you rematerialize, hold the jump button to avoid falling 

on the enemy below you. Then land and crystallize him. Jump on top of — 

_ the enemy and carefully watch your mini map. After the floating enemy 
with whom you traded positions breaks free, it slowly starts moving 
toward the Sealstone. When it’s close enough, jump vertically from your 

_ position atop the frozen enemy (you may have to freeze him again) and 

_ fire two photons downward through the wall to trade positions with the 
floating enemy. When you rematerialize, hold the jump button to leap 

to the Gold Blessing Sealstone’s ledge. 






































Burgundy Flask 2 


The house to the right of the Inn has 5000 Oth inside; it’s on 

the leftmost shelf. Enter the alley to the left of the Inn. Proceed 

into the first house you reach, and examine the room to finda 
Burgundy Flask. The boy standing outside of this house asks for | 
a 10-Oth donation if you talk to him twice. If you give him a 
donation 30 times or more, an item becomes available during 
Chapter 6. The donations total a mere 300 Oth, so we 
recommend that you make them. Finally, check out the merchant 
in the Kalstad Inn before you leave. He's selling the Bird Ring, 















which you can now obtain from him if you collected the necessary items from the chicken in Coriander. It’s 


a good idea to pick up a Frostbane for Alicia as well; it deals ice-based damage, which is highly useful against 


the fire-based enemies you soon face. It doesn’t hurt to get an Infinity Rod for Lezard, either; it’s the first rod 





available that allows you to use Great Magic (the mage’s version of a Soul Crush). : 














yu receive an item called the Divine’ 
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lains, the Sahma Desert is a linear | 7 <0 7 
ts as a bridge to anew map. Although it | ln ME 
an Einherjar materialization point waits for 
1is stage. If you're willing to make several 
1a, attempt to get Zunde or Aaron as 
hem are stronger choices than Dyn. 


Bullet (torso), Beetle Shell 
(outer shell), Beetle Horn 


| White Flower Petal (head), 
Giant Amber (torso), 
Nightshade (petal) 
| Battering Ram’s Horn (horn 
i tip), Snakebelly Armor — 
| (tail), Empty Shell (back — 
| armor), Baraka (leg armor), 
| Black Crystal (torso), Spiral 
| Arrowhead (shieldfront), Hot 
Plate (rear shield face), Worn 
Shield (arm shield) _ 
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: Audoula Temple 
for this dungeon. ‘This areas fire-based 
snificant a boost from the nearby Fire 


, damage output from fire- 
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Fire Attack 
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| stone Pritt torso), Armc 

| Beetle Shell (outer shell), 
Firemouse Fur (torso), Bat 

Cloak (wing), Bat Ear (ear) 


| Flare Ore (tail), Beast Pelt 
i (leg), Firebreath Core (torso), 
_| Beast’s Fang (head) 
, Piercing Imprint (weapon), 
| Vermillion Scales (upper 
body), Worn Shield (shield), 
| Alligator Skin (tail), Dwarf 


Tincture (lower body) 















| Swallow Scales (frontleg), | 


ma ‘There's a small crack at the bottom 
right corner of this wall. Fire a | 
couple of photons downward 
through the crack to hitand swap | 
positions with the enemy on the | 
other side. The enemy you teleport _ 

Flambetye: Phosnhiate Ore is unique; it carries a Sealstone | 
ree , pp. . . inside it. Leave the screen to your 
| (lava both hands) | : OO EEy—E—EEeE——————EEEE= | 
eee right, and then reenter the room to | 
. . have the enemy re-spawn back at its original location. Attack and defeat 





Flare Ore (right arm), 
Pyrotechnic Ore (left arm), 


in 
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the enemy to gain access to the stone. 











| The giant pillar at this dungeon’s 4 om 2 ithe bridge in this area collapses 
. center collapses to the other side oe ee —~ = if you jump on it. To get across 
of the lava ravine once the debris ee Ct thee bridge, simply don’t jump. If 
on the pillar’s east and west sidesis  §§=§ "ye - -— = necessary, rely on photon shots to 
cleared. Attack the base of the pillar i Mig 0 3. evade enemies. However, there's 
to clear the debris. _ hae be he os a | one segment of the bridge through 
i. 8 =~  ~which you want to fall. A ledge with 
two items on it (Spider Fighter and 
15000 Oth) lies below the center of 
_ the bridge’s second half. To get to them, simply jump when you reach 


| Getting the treasure chests in this the center of that section to make it collapse, allowing you to land on 
room is much easier thanitlooks. = =  — the ledge below. 


Notice the room’s diamond shape im 
and the enemy sitting on the ledge 
above you. The corner of the wall 
in front of you is tilted northeast 
at a 45-degree angle. Perform 
a small vertical jump and fire a 
photon so that it hits that angled 
corner. If you do this correctly, the photon bounces off the corner and 
reflects off the roof, hitting the enemy above you. Repeat to teleport to 








Item Checklist 





ice Crystal 


Another tri-Emblem poem is here for you to read. Go to the 
castle gates and visit the house on the street's far left side. 
Inside, the poem reads: “Carving their trail in time, Emotions 
revisit an age gone by.” Now go to the Eastern Outskirts and 
visit. the first house you see. An Ice Crystal hides behind the 
table to the left. Grab the item and head outside. Move to your 
right to find a dog sitting with his master. Feed the dog 10 
meat chops to get an item called Goddess Tincture. Also, make 
your way to the town Inn and speak to the man standing at the 
counter. He mentions an abandoned camp, which soon opens 
up on your map. Finally, visit the old man in the house on | 
the eastern end of the castle gates. Speaking to him opens | 
up the next area through which you are to venture: the | 
Crawsus Forest Ruins. 
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optional dungeon. The Chateau is much 


few optional dungeons, so we recommend 


t now in order to access a few items. 


Experience Pig Law sealstone is immediately 


, especially the lower level Einherjar that 


(head), Piercing Imprint 
(right arm), Falcon Imprint 
left arm), The Cosmic Order 
(torso), Shell Shade (front 
side), Tail Armor (rear side 


Dragon Slayer (tail base), 

Dragon Scales (tail tip, 

leg), Dragon’s Horn (horn), 
ragon’s Fang (head), 
olybreath Core (upper body), 
ragon’s Talon (arm), Spiked 
law (wing), Dragon Sapphire 
ower body) _ 


Indigo Quartz (left up 
weapon), Teal Spinel (left 
below weapon), Polished Blue 
Ore (right upper weapon), 
Cerulean Alloy (right below 
weapon), Busted Greatsword 


Reflect 
Photons -3 
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x 2, Acquired 


Seay eye renr ected 
aig Beg ede ge 
mao 


Bice) Lee tei el 


= 


_— 


a pe ee 


es eee 











Sa a aaa a ar | aM Te epi Rar ab Te Tats Want asi ead in 


UUM SINR Cae 





await 


sory eer ie eee nee reas ne Pee eae Spots ee 


h the stone over the red seal on 






floor to keep the gate open. 
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Walkth 






Stand on the red switch, jump 
vertically, and then fire two photons | 
to the left. After the crystallized 







enemy lands on the pad, teleport : 






the enemy to your right into the 








room past the gate you just opened, : 
Walk through the gate and jump on | 
top of the enemy to get the Silver 
Buckler above. 








































Go left first and then jump 
vertically. In mid-jump, fire upward — , 
to swap positions with the flying 
enemy behind the gate. Grab the 


item in the room, and then fire 


two photons through the gate to 
your right. These shots should pass 
under the frozen flying enemy. With 
proper aim, the two shots freeze 
_ and swap your position with an enemy off screen. Afterward, move the 
_ flying enemy to the eastern cell door—make sure the enemy is near 
_ the ground when you do this. Use the enemy on the other side of the 


a 
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gate to teleport inside; grab the treasure chest on the floor while youre __ 
there. From behind the gate, move to the middle of the room and firea __ 
photon shot to the left. Quickly jump so that you reach your apex just 


_ as the shot hits. Hold the jump button as you teleport, steering yourself _ 
_ to the right to reach the Claymore. 








The fight with the Dragon and 
Greater Demon pair is a doozy, 
but you don't have to fight them to 
_ get to the pedestal behind them. 


floating enemy that you can’t see 






ee pe pa ieepacts 
CRD tht os 


era tatriel ty 


is directly above their heads. Fire 
_ photons upward to teleport to its 
| position, and then hold right to 

' move behind the enemy. An emp 
: pedestal is your reward; place a Sealstone here to assist you in the 
upcoming fight. 
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You can reach the Shield Blessing 






stone by firing photons upward 
toward its location; use the mini 
map as a reference. With proper 
aim, youll hit and trade positions 
with a rock that sits next to the : 
Shield Blessing stone. : | 
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Tormented by electrifying weather and poisonous swamps, the 
Crawsus Forest Ruins can test your patience. Before you take 
on this beast of a dungeon, bolster your defenses with Poison 
51e2 | . ' — Checks (an accessory that renders the user invulnerable to 
it’s no cak = me = Poison). Bring other status-curing items, such as Bragi’s Song 
lon’ have to actually beat them to get what you or Iduns Apples, to deal with the many other problems that 
1 point of interest is the Dragon’s Dragon Slayer _ arise inside. 
1 is a powerful two-handed sword that either 


ur ind speed is extremely slow, so stay behind him as 
ies to face you in order to safely replenish AP. Once you 
+ ris tail (weapon drop or no), you can use a lome of 
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Lightning Stone (mouth), 
| Red Ejector (belly leg), 
| Ammunition. shell (shell), 
| Black Pearl (front shell), 

| Adhesive (insides) 


WAL 


4 


| Ele ctricbreath C ore (m in | 
| force), Platinum Fly (task force) | 


Rose Imprint (neck), Aura. 
Force (upper body), Citrine 
(leg), Vampire Fang (head), 
Vampire Claw (both arms), 
Bat Wing (wing), Blood Jewel | 
(lower body) _ — 


| Hrunting (upper tentacle tip), | Lightningproof 
| Bone Mace (uppertentacle | Talisman 
| base), Tentacles (fingertip), | = 
Thick Bone (tentacle base), 
Heart Core (torso), Evil Eye 


Abyss Cloak (back cape), — 
Cerulean Alloy (both ends 
cape), Scarlet Alloy (front 
| cape), Ray Force (both arms), | 
| Mask Fragment (head), Thor's | 
Rage (right side), Solar Jewel | 
(leftside) = | 


| (tail), Poisonbreath Core (left 
head), Dragon’s Fang (left rear 
head), Blackbreath Core (right 
head), Gasbreath Core (right 
rear head), Verdigris Scales 
(neck base) 
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knocks it over. Without it there to 


instead home in on your location. 
Avoid knocking over pillars to save 





e enemy party defending this 
Sealstone is troublesome. The Wild 
Troll in particular has a persistent 
enchantment that enables it to 
rapidly regenerate its health. To 
deal with this problem, equip items 
or weapons that inflict the Frailty 
status affect, which removes the 


Wild Troll’s regenerative ability if 


he’s infected with it. Items that cause this effect include the Flamberge 
_ (two handed weapon) and Walkflower Roots (accessory). The Shaman 
Chiefs flanking your position have a wide assortment of devastating 
spells at their disposal. Many of these spells are restorative, enabling 
them to heal or resurrect enemy party members. Destroy both of them 
as quickly as possible to avoid a situation in which they continually 
revive each other. The Runeslayer (purchased in Crell Monferaigne), 
which has the chance to deal lethal damage to spell casters, is a perfect 
choice for Alicia against these creeps. 


_ You can move the wall that blocks 
your path here by placing Sealstones 


on all of the empty pedestals in 


| the dungeon. Once a Sealstone is 


placed, a seal below the pedestal 


| illuminates to indicate activation. 


Note that placing stones on two 

of these pedestals poisons the area's 
swamp water; use the enemies in 
the vicinity to hop over these 

areas unharmed. 






attract lightning, the sporadic bolts 
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Poisonbreath Core (right | 
















































































This chapter awards items according to the levels L 
Arngrim have achieved by the chapter’s end. The following 
chart indicates the items awarded based on the character's level 
at the completion of Chapter 3. % 
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Snout (nose), Blue Bubble 
































houghts Sagan cece a | Core (torso), Seafood (tail) to | | 
rie Favor, Slashing Sword “F Bone Mace (both tentacles), | Apothecary’s | 
Xperience, Thief’s Thoughts _ Mace Head (mid tentacles), | Arcanum | 

Vermillion Cartilage (torso), 

Metabolizer (stalk), Seafood 

\ (flower 
7 | 
-Dragonsc 
improved Drayonstayer, Experts Experience, Waniors Wits} 1. T)rasonserypt is the 
ear, Improved Dragonslayer, Experts Experience, | 4d to the final dun geon of 


Chapter 3. The enemies here are 
relatively tame compared to the 
monstrosities that wait for you 
ahead. Take the time to smell the 
flowers and clean the area out of 
its many items and enemies. : 





You may also want to obtain the animal rings (Dog Ring, Cat 
Ring, and Bird Ring). The animals needed to obtain these 
items go into hiding at the end of this chapter, so if you want © 
them, get them now. Theyre particularly useful in Chapter 5 _ 
for obtaining a powerful item called Solomons Ring. 








ES) Double Check 





















rock atop a platform. Use the mini 
| map to locate the rocky platforms 
/ that lead to the chest, and then 

crystallize the enemy floating 
nearby to get to it. 














_ Getting to the Arbalest requires you 
to crystallize the crawling enemy 
below it. Hop on top of the enemy 

and use the height boost to freeze 

- the enemy above you when it’s flying 
to your left. Jump vertically and fire 
another photon into the encased 

flying enemy. Hold the jump button 
and Right on the control pad to 

hop to the Arbalest. Getting to the Dwarf Tincture directly above the 
_ Arbalest is slightly more difficult. After grabbing your new bow, leap to 
the top of the treasure chest and fire a photon downward at the frozen 
_ flying enemy. Before the shot hits, jump to your left, toward the Dwarf 
Tincture chest. After you rematerialize, fire a photon upward toward. | 
_ the area of the Arbalest chest. The idea is to reflect a shot off of the wall | 
_ behind the item and hit the crystallized floating enemy. After you swap _ 
_ spots with the enemy, hold the jump button to perform a midair jump 
to the left, toward the Dwarf Tincture. 


ss ar Experience 
Preparation is absolutely essential to complete this dungeon. ia = —  rts—“‘“‘O™OC™CSC Cl 
The enemies inside are the strongest youve faced, and they : es nari — a evenness ibn ecinsemsiincimniokloin “+ ieiianesiicecnc 
wield powerful spells and abilities you've not yet witnessed. 
Specifically, skills like Resist Magic and Ghost Buster are 
extremely important against enemies like the Green Jewel, | Enabled, Battle 
an incorporeal foe that wields a devastating variety of spells. — «=i (a le tsisisiCiC‘“‘CNCidiC*C(C(C(COU enw bisaiies 
Many enemies and rooms can fipison your entire party: Y save \f Oe ee —— 
yourself a lot of grief, equip Poison Checks (an accessory found =F - | Wrath 


Cannot Acquire 
in Solde that nullifies poison). 
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Damascus Ore (3rd, 5th 
shield), Adamantite (4th 
shield), Golem Eye (head), 
jolem Heart (torso) 
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| Stone Cutting Pincers (arm, — 

| scissors), Axe Crust (shell, 
tail), Seafood (shell, leg), 

 Serstine-lock-gun (head 

/ horn), Gremlin Core (main 

_ body nucleus), Aura Force 

| (light part after head horn is 


Te Tee Rn eri ales, 


Flame Breath Core (torso), 
Orientation Scales (head), 
Ghibli Scales (wing } 
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Sear 


| Tough Fin (fillet), C uttin 9 Claw 
(arm), Red Boots (tail), Evil | 
Eye Gem, Electric Bone (head) | 
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Platinum Fly back leg), | Earth Cry 
Obsidian Claw (front 
| leg), Rotted Scales (tail), 
Dragonmaggots (chest), 
Spectral Wing (wing), Dragon 
| Skull (head), Dragon Rib (torso) 


iG tyes: 











_ The tablet hints to slash at the bac 
of the statues in this room, but 
you must be hidden from the other 
statues’ views when you do this. 


If you fail to fulfill this condition, 












| 
* 
: 
2 
: 
3 
= 
. 
o 
uy 
i 
: 
5 
a 
2 
i 
3 
E 
= 
# 
é 
t 
= 
ad 
| 
= 
= 
£ 
t 
3 
3 
5 
rs 
i 
ee 
¥ 
= 
= 
rs 





tiie 


a 


yCifer Tea bee bel 





Place the Sunlight Stone into the below). Although you'll want to visit 


statue that’s directly next to the 
save point. 






the poison gas room at least once to _ 
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get a few items, the statues you must destroy are the three in the middle _ 
of the room (24 floor). Cut down the one on the room’s west side first 
to get the Halo Stone. Then move to the middle statue. Finally, cut 

down the statue on the far right to receive 30000 Oth. To proceed to the 


next area, either go to the statue in the poison gas room, or backtrack to 
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the statue next to the save point and use the Halo Stone. 















_ This room is engulfed in poison 

_ gas—items like the Poison Check 
accessory come in handy here. Grab 
_ the items in the room, specifically 
the Dragonlore staff. Then move to 
the statue at the bottom of the room 
to teleport back to the save point at 
= the beginning of the dungeon. 


. The giant tablet in this room clues 
you in on your next objective. 
Three new Sealstones make an 
appearance in this area, all of 
which have very dangerous affects 
on them. You must place one of 


| these items on an empty pedestal to 
~ proceed to the next area (see Point 
of Interest #5 below). Avoid enemies 
as much as possible while you carry these Sealstones; although they 
carry great positives, their negatives can easily annihilate your party if 
_ things go wrong. 





© Place any of the three Sealstones 
you found in this area on the empty 
| pedestal. Although it’s out of sight, a 
treasure chest filled with 15000 Oth 
sits on this room’s chandelier. Use 







| theroom’s floating enemies to reach 
‘it by teleporting one of them over to 
_ the left side of the chandelier. Return 
to the room with the giant tablet to 
proceed to the next area. 





If you play your cards right, the 






















enemy guarding the Painted Cloud 
Stone isn’t too difficult. Eliminate 
the nearby Dryads early on, and 








then tackle the group’s leader. 
The Muscular Stalkers can 
transfer members of your party, 
so it’s important to avoid their 
attacks altogether. 


This area is a dead end. Grab the 


items in this room, then take the 
Painted Cloud Stone to the closest 
statue and use it to proceed to the 
next area. 
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Use caution when you enter this 

room. A statue slides across the 

floor at a rapid pace. Touching it a 
teleports your party back to the 

poison gas room. Jump over it, and 

then go into the eastern room. ‘This 
room’s middle treasure box causes 

two enemies to spawn and quickly 





close in on your location, so be 


- prepared. Don’t grab the Powerless Cap Wrath just yet; you'll come bac 


to it a little later. 









| proceed to the next area. Go west, 
| drop to the bottom of the area, 
a and fight the enemy guarding the 
| Crimson Flame Stone. You've dealt 
: . with these goons before, so rush the 
| leader to take hold of your prize. 





In order to get the Power Bangle, 
go back and get the Powerless Cap 
Wrath Sealstone you left behind 
earlier. Return to the Dark Moon 
Stone’s area. Go through the east 
corridor and immediately crystallize 
the enemy near the ledge. Jump 

on top of the enemy, and then leap 
northwest, continuing to hold 

that direction on your control 

pad. When you reach the treasure 
chest on a ledge, you can’t open 

it, thanks to the Powerless Cap 
Wrath’s deficiency. Turn to your 
right and fire two photons east to 
swap positions with the enemy you 





encased earlier. Immediately drop 
off the ledge when you rematerialize, and move to the empty pedestal. 
- Quickly place the Powerless Cap Wrath on the dais, then move east 
and jump up the small steps. Quickly turn west and fire two photons 
upward to swap spots with the enemy near the chest. When you 
reappear, open the chest to receive the all-powerful Power Bangle. Use 
the Powerless Cap Wrath’s ability to reach the materialization point for 
Lwyn and Crescent. Before you leave, restore the Powerless Cap Wrath 
to a nearby earth vein. You need this ability later to obtain a few items 


in Yggdrasil. 
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The gods have thrust their tyrannical will upon the 
people of Midgard once again. With fear in abundance and 

uncertainty taking its toll, the world’s citizens are in an uproar. 
This chapter acts mostly as a storytelling device, asking very little 
of the player in terms of dungeon raiding. Concentrate on preparing 
for the bosses near the end of the chapter while you make a few stops 

around Midgard, if only to see firsthand the negative effect the gods 

have had on the people. 
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First, make a stop at Kalstad. Go to the far eastern end of town and 
examine the chicken there to receive a Golden Egg. Now pay a visit 

to Coriander. Remember the paranoid woman defending a lonely 
treasure chest? She’s gone now, so enter the first house within the 
village and open the chest inside to receive a Core Emerald. 








Sukavia Gorge 


‘The white carpets of Sukavia Gorge act as a bridge from the 
eastern continent to the northern. A few new monstrosities 
appear here, but none of them is quite as strong as the forces 
you dealt with in the Palace of the Venerated Dragon. Charge 
through this area without paying a thought to hidden items; 
the only thing to obtain here is the Einherjar at the end, sitting 
out in the open. 


Statistics 


Indigo Quartz (weapon), —‘| Witch's. 
Ymir’s Tear (lower body), | Arcanum 
[Troll Clay (both arms, both = 
| legs), Garnet (upper body), 
| Monstrous Molar (head) 








Go to the town armory 
and pick up a Map of the 
North Lands. Proceed to 
Chapel Square and visit the 
house on the far western 
side of town. Examine the 
poster on the left wall to 
find that the poem you 
read earlier in the game has 
changed—an important 
segment of the tri-Emblem quest. Then move to the har 
initiate a cut-scene. 
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so plow through it like you did before. The only difference is 
the presence of a few new enemies, none of which is a huge: 
threat to you at this stage of the game. s 































| Jet Ejector (belly leg), 
| Ammunition Shell (shell), — 
| Giant Pe arl (front she Nf 
_ | Metabolizer (insides), Prime 
Green Bubble Core (head, 
torso), Narwhal Tooth (Nose 
[Seafood (tail) 
[Wing (taskforce) 



























| Faerie-in-the-Box (belt), 
Alligator Skin (tail), Evergreen 
| Scales (upper body), Copper 
Splint (shield), Green 
Gallbladder (lower body), | 
Vermillion Scales (tail), Sharp | 
| Spearhead (weapon) 
































| Black Crystal (torso), Baraka | 
(leg armor), Snakebelly =| 
| Shield Face), Damascus Ore | 
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Dipan Cas 


Just as you enter Dipan Castle, run to the western end of the Dip di] Cast C Map 
hallway and speak to the fallen guard. After you receive the 
Experts Experience item, go south and follow the path. 








Expert’s Experience 






xpert’s Experience 
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one chapter after losing Leone and Arngrim, Lezard and Dylan take their leave following the final boss 
ht of Chapter 4. On the positive side, you receive items based on the levels they've achieved at the end 
of Chapter 5. The items you get for having the both of them at level 45 are incredible. In fact, theyre 
so strong that they significantly lower the game’s overall difficulty. It’s well worth the effort to raise 


Lezard and Dylan up to level 45 if you have the time. 


Spell Potion 


| Sorcerer's Savvy _ 
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The dungeons and enemies in Chapter 5 make a 


ferocious blend of many things adventurers fear most. 
Stop in Crell 


onferaigne and make preparations before you 


proceed with the rest of this chapter. Once you enter the Ravine 
Caverns, there's no returning to the world map until Chapter 6. 


The elfin hideaway is the first of many areas you traverse in Chapter 5. 

It's the easiest dungeon to deal with in Chapter 5. Pay close attention to 

the Dungeon Points of Interest section in this walkthrough; many of the 
uzzles here can be confusing without a reference to consult. 


Attack With 


Confusion 
sleipnir Blessing 





k), White Flower Petal (flower 
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| Electricbreath Core (left side), Great Eagle Heart (right side), 
| Tailfeather (tail) _ 8 


| Red Dragon Bile (torso), Bora Scales (wing), 


Silver Coin (torso), Lucky | Apothecary’s 
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ot 


pear (weapon), Mithril Ore (helmet), Magician's Hat (head), 
(armor), Lucky Tail (tail) _ 
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| Busted Greatsword (weapon), Damascus Ore (shield), Crown (head), Fairy-in-the-Box (belt), 
| Evergreen Scales (upper body), Green Gallbladder (lower body), Vermillion Scales (tail) _ 
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| Sharp Scissor Heart (upper body), Scissorhand (arm), Citrine (leg), Rose Imprint (head), 
| Gem (lower body), Sharp Scissor Wing (wing) _ 
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| Iron Ore (weapon), Monster’s Canine T ), Indigo Quartz (upper body), Desolation Gem 


I crystal Mask (head), Noblewoman’s Ball (main body), Noblewoman’s Phosphor (both tentacles), 
_ Noblewoman’s Fire (both rear tentacles), Core Spinel (upper tentacle), Arectaris (crushing 100% 
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You can reach the Elven Bow via a 
hidden pedestal and the bobbing, 
moss-covered pillars on the map’s 
west side. To get to the pedestal, 
defeat the stationary monster at 
this area’s right side. Teleport the 
newly revealed pedestal over to the 
leftmost grassy pillar (on the map’s 
west side). Push the pedestal to 
the grassy pillar’s right edge. Jump on top of the pedestal, and use it to 
jump to the grassy pillar to your right. When you land from the jump, 
quickly jump again to your right to reach the ledge above you. 
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fF The Void area here is essentially a 
cd se . maze. Each area has several paths 

) you can follow. Following the 
wrong path takes you back to your 





previous area. However, the correct 
paths are basically handed to you— 
all of the correct exits have white 
flowers around them. Enter every 
doorway lined with white flowers to 


proceed through the dungeon. 




















= 

















You cannot reach the Arondight 
sword until you defeat the area 
boss Arectaris. After his fall, return 
to this area. An airborne enemy 
appears within the sword’s vicinity. 
Move the aerial enemy near the 
platform that hosts the Arondight. 
Crystallize this area’s ground- 





a mT baad auacin tabipen anutten 
_ grounded crystal and fire a photon at the flying enemy. Just before 

_ the photon hits, jump vertically, timing the jump so that you reach its 
_ apex just as the photon hits. When you swap positions, hold the jump 
- button and direct your trajectory toward the enemy with whom you 


Pay oat Sn apa 


_ just swapped. Land on top of it and jump over to the treasure chest that 


holds the Arondight sword. 















You reach the Elfin Boots by 
teleporting the ground-based enemy 
onto the leftmost mossy pillar. Do 

, this by standing on each consecutive 
pillar and swapping positions with 
the enemy until you reach your 

: destination. Once the enemy is 

he ae ae Chere it needs to be, jump over to 
a | —— the rightmost pillar and quickly 

| jump up to the elevated ledge. 
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attreraah Dipan Castle again. A Saal bath of new y eallinies 


makes its appearance here, but none of them is a huge threat to 
your band of heroes. Plow through to the end of the dungeon 
to grab the Ghoul Powder you so desperately need. | 


















Busted Bow (weapon), Warped 
Horn (horn), Warped Teeth 
(head), Assault Missile (left 
arm), Protection Shade 
(torso), Solar Jewel (front 
Baraka (rear side, 


(right atm), Protection $ 

(torso), Solar Jewel (front 

side), Steel Horseshoe (rear 
jside) 






your way 
e dungeon 






































t the screen's bottom left corner as you enter 


uf s loses his soul, at which point the | Life Steale 7 | Trickster Imprint | upper body | Nectar Potion 
iis dungeon’s end within eight minutes. | ________ Busted Sword _ 





i any tempting items, there isn’t enough | | | Indigo Quartz (left up 
1 all in one shot. Go through again if you want i | weapon), Polished Green 


| weapon), Busted Sword 

| Spirit Tincture (crushing), 
| Elvenbow (weapon), Rune 
| Crown (hat) 
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ning poisonous 
gas in the middle of the 
area. lhe gas is released 


1ey re destroyed, 
nig it seem easy to 


Witch’s Arcanum (crushing), 
Busted Sword : 
| Citrine (leg), Sharp Scissors 
Wing (wing), Sharp Sci ssor 
Heart (head), Rose Imprint 
AW upper body), Scissorhand 
many of this dungeon’s 
enemies wield attacks with large affect radii. Such attacks | | Fairy Tincture (bond), Flare 
can inadvertently destroy the crystals if they’re nearby when - Ey tei SRISIInG | SANG Cate 
your foes attempt to assault you. Note the attack types your SO annem 
adversaries use, and approach them from a direction that | Assaull Missile (weapon), —_ Foolpradt 
minimizes the chance of crystals getting caught in the crossfire. Samet cu OM), Warned mks 
| Teeth (head), Vortex Crest 
| (right arm), Protection Shade | 
torso), Solar Jewel (front 
side), Steel Horseshoe (rear 






















Prism Gem 
Exhalation (head), Dragon 
Palm (both arms), Spiked 
Claw (wing), Evergreen Scales 
(both legs), Dragon Emerald 
(upper body), Verdigris Scales 
(lower body), Dragon Slayer 
tail base), Verdigris Scales 
tail tip) 

















: Photons 
| Scatter _ 












Received 
Damage 
1/4, No HP 


Secluded Valley 
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In order to obtain the Law Breaker’s 
Law Sealstone, crystallize the enemy 
sitting on the island in the middle 
of the poison swamp. Jump on top 
of him and fire a few photons to the 
east to crystallize an airborne enemy 
floating off screen—use your mini 
map as a reference. With the aerial 
enemy nearby, use the grounded 


enemy to jump high enough to teleport the aerial enemy near the 
elevated ledge. When the flying enemy is high enough, jump vertically 
next to it and fire a photon. Hold the jump button after you swap 
positions to leap on top of the crystal and then up to the ledge. 
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To obtain the Fencer’s Familiarity, 
Overdrive, and Apothecary’s 
Arcanum, simply swap positions 
with the flying enemy east of the 
elevated ledge. You can’t see it on | 
screen, so use the mini map to spot 
its position. Use caution; an enemy 
defends the three chests, so prepare _ 
to fight for them! 
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_ The chest containing the Ambrosia 
is a little tricky to reach. Approach 

this room from the map’s right side. 
When you enter the room, jump 
vertically and watch your mini map 


closely. A flying enemy floats near 
the top of the room. Stand directly 
next to the right exit, then jump 
vertically and fire two photons to 
swap positions with the foe. Use the beast to hop on top of the wall 





to your west, then teleport the monster to the room’s left pillar (the 

_ elevated ground to the left of the Earthvein). Once it’s there, jump 
vertically and fire a photon downward to get the crystallized enemy 
airborne. Jump vertically again and fire another photon to hit the 
encased monster’s side. Hold the jump button after you teleport to hop 


£ 


to jump over to the ledge with the Ambrosia. 


on top of the aerial enemy. Now use the newly made, floating platform 





An optional enemy called 
Tyrannosaurus Rex resides in this 
dungeon. It defends the Elusive Air 
Law Sealstone, which carries the 
ability to avoid enemy encounters 
altogether. Initially, you cannot 
fight the Tyrannosaurus Rex 
without setting the Law Breaker’s 
Law Sealstone on a pedestal at this 


i 





_ dungeon’s center (in the same room where the Overdrive item resides). 


Once you set the Sealstone, quickly go to the enemy and fight it. Ignore 
its massive defense, poison it, and then run away for the remainder of 
the fight. Then run back to the room where you set the Law Breaker’s 
Law Sealstone. Use the Earthvein in the same room to store the Elusive 
Air Law Sealstone for later use. 
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| Spirit Tincture (crushing), ‘| Full Plate’ 
|Elvenbow (weapon), Rune 
|Crown (hat) 
Full Plate 
ace Head (both tentacles), 
Bullets of Evil (rear snake 
head), Armor Piercer (rear 
| | central snake head), Tentacles 
is that _ - | (low leg), Vermillion Cartilage 
(head), Fairy Tincture (head 
upper part), Full Plate 
|(crushing) 
| Copper Signet (crushing), 
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to buy the Solomon's Ring. While 


prepare for another dungeon raid. 
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This monster of a dungeon is easily one of the longest you 
traverse. Ihe seemingly erratic variations of rooms, combined 
with the powerful enemies, make this a task that you shouldnt 
take lightly. Pay attention to the floors in this dungeon. There 
are many pits that lead to previously visited areas. Refer to the 
map in this guide to avoid dropping down pits that dont lead 


to any items. 


Colored crystals appear in this area. 
designed to thwart your journey inside Yggdrasil’s de 
a their thats attac ‘ks, ‘ne yeti, 
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ick), 
Headless Doll (candlestick 
right side), Eternal Flame 
(candlestick left side) 


: Tuning Wing (lower wing), 

Platinum Fly (head), Insect 
Blade (arm), Amber Core 
upper body), Royal Jelly 
(lower body), Banshee Scales 


Union Plume 


Rotted Scales (tail), Zombie 
Dragon Bone (head), Dragon 
Rib (torso), Dragonmaggots 
chest part), Dragon Palm 

| (front leg), Transparent Wing 
(wing), Blackened Scales 
(back leg), Golden Egg 


Gallbladder (outer torso), 
ena annnmf ff | Dragon Emerald (inner torso), 
Vermillion Cartilage (head), | FF | | Obsidian Claw (inner leg), Tail 
Attack Claws (both arms), | fF | Bunker (inner Tail), Cumsheen 
Pulverizing Bone (fillet), te 
Eyeball (torso), Emerald Heart 
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The Dancing Light Blessing 
Sealstone is all you need to obtain 
the Valiant Helm. Stand at the pit 
that drops to the Valiant Helm’s 
left side, and fire two photons 
downward. With proper aim, the 
photons bounce around the walls 
and eventually hit the enemy that 
floats above the treasure chest. To 





_ get back up to your original position, fire two more photons upward. 
_ from the treasure chest’s right side. 






Another blue crystal produces the 
upward breeze. You need both the 


a Light Blessing and the 


| Dancing Light Blessing to destroy 
it. Stand close to your ledge’s right 


snide cela secre 


CT} 


side and jump vertically. At your 
: 8. _ = = jump’s apogee, fire two photons 
oe | — — = i _ downward to destroy the crystal. 
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| Getting to the Power Bangle in this 
area is no easy feat. You have to 
move the aerial enemy at the bottom 
of this area to the top. You must 

use bouncing photons strategically. 
‘When the enemy is near the top of 
this area, destroy the blue crystal. 
Move the floating enemy near the 


dais that holds the Great Shield 
Law. Jump vertically and swap positions ' with the crystallized monster 





to move it as high as possible into the air. Jump up again and swap 
positions with it at your jump’s peak, hopping on top of the monster 

as it rematerializes. Using the bottom of the ledge that holds the 

Power Bangle, bounce a photon off of its roof and immediately jump 
vertically. The photon should bounce twice and eventually hit the 
encased enemy beneath you. With the crystallized enemy now floating 
near the Power Bangle, position yourself under the blue crystal. Jump 
vertically and fire a couple of photons upward. Hold the jump button as 
you rematerialize to make your way to the Power Bangle. 


Note the staircase-like pattern of 


fie eerie A 


ledges above and below you. To | 
obtain the items in those areas, you 
must fire a photon through the 
cracks between each staircase. With 
proper aim, the photon bounces 
rapidly within the crack and then 
hits a floating enemy somewhere 
~ below. In the case of the Noble 
Elixir and Overdrive items, fire two photons upward between the first 
and second floating ledges. ‘To get to the Sharp Sword Law Sealstone, 
fire two photons between the first and second ledges to the south. 
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You obtain the Holy Gauntlet by : 
using the Powerless Cap Wrath 
Sealstone. Use the Earthvein near 
the save point to grab it before you 


_ A blue wind crystal guards the 
Flame Mist armor piece. This crystal - 
causes anything near it to levitate. 


=r 


To get to the item, jump into the 
blue field and quickly slash the blue 
crystal to destroy it. 
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Obtain the Unicorn Horn by 
using the two enemies below it. 
| Crystallize the enemy on the lower 
| platform, and stand on the same 
plattorm’s eastern edge. Now swap 


f positions with the enemy and use it 


to jump to the northeastern ledge. 

From there, fire a photon downward 

and swap positions with the encased 
enemy (moving it to the upper ledge). Now crystallize and teleport the 
second enemy to the lower platform's edge, and use it to jump back up 
to the northeastern ledge. Use the crystallized enemy that’s already there 
to jump up to the Unicorn Horn. 

























In essence, Valhalla is an item 
hunt. Most of the rooms are 

full of items to procure. This 

doesn’t mean it’s a cakewalk. The 
enemies here. are quite powerful. 
Many of them boast long range 

capabilities and exploit Valhalla’s 
multitude of sniping positions. | 
‘Don't let the raised ground lining Valhalla’s battlefield fool you; 
in most cases, your attack radius can still reach a ranged character — 
if you position yourself directly at the wall’s | 
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Lake Surface h Mirror care int a mirrors), Witch’ s hearin (bath mid rinteruss} Evil Armor 
mirrors), Core Spinel (dead spirit), Silver Frame Chasuble(mainbody) ee 


Red Horn | horn), Red Fang head), Dragon | Palm ain Crimson aa (leg, tail tip), ‘Dragon Wing 

| Bone gol Dragon Ruby (upper body), Scarlet Exhalation Core (lower body), Holy Sword, Ascalon | 
Solar jane ai fight upper weapon), Thor Rage (right below weapon), Yumil’s Tears (left up weapon), 
wey Doom (left below weapon), Busted Sword 


Emerald Horn (horn), Scarlet Exhalation (head), Dragon Palm (both arms), , Spiked Claw (wing), 
Everaree Scales both legs), ‘Dragon Emerald | upper body), Verdigris Scales (lower body, tail tip), 
| Dragon Fang (tail base) _ | 
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- Open the seal that blocks this door 
_ by activating three smaller, multi- 
colored seals (yellow, red, and blue). 
_ Use the blue jar on the right to 

_ jump on top of the left jar. Once 
both jars touch the blue seal on the 








chest with 200000 Oth sits on this 
room’s left bookshelf. Reach it by 


the room to jump to it. The Gram is 
hidden in a similar manner, so stay 
on your toes. 








' Push the rightmost yellow jar over 
to the left. Once it’s next to the 
opposite jar, the yellow seal starts 










to glow. 











_ the nearby flying enemies to jump 
on top of the airborne jar. Hopping 
on top of it pushes it to the floor, 
causing the seal to glow. 


for the subsequent blue seal. It’s 

_ directly above your location, to the 
left of the bridge. Loop around to 
the bridge and jump onto the jar 
to weigh it down. When it hits the 

| floor, quickly jump off and freeze 

| it with a photon shot. Move to the 
right and push the other jar toward 


the blue seal. Once it’s on the seal, freeze it in place, then quickly 


crystallize the left jar just as its casing breaks. Jump on top of the left jar 


and wait for the crystal to break to activate the seal. 


onto one of the floating jars to 


second jar to activate the second 


red seal. 


using one of the warping enemies in 


weigh it down. Then jump onto the 
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Its now possible to go back to the world map by usin 
the Water Mirror. You can obtain several new items in 
various towns, so take the time to explore some of the older 
towns you havent visited in a while. Outside of that, Hrist and 
Brahms join your party at the beginning of this scenario. Both are 
powerful additions to your collective, so use them. Lezard’s tower is 
absolutely overflowing with powerful monsters, so you need all the hu 
you can get. 





eather (rear wing 
base), Indigo Plume (Head 
Adornment), Drilling Beak 
(head), Griffon Talon (back wing 
tip), Gargoyle’s Wings (front 
wing), Wing Feather (upper 
body), Eternal Silver (c 
part, lower body) 


Gem, Emerald 


orn), Fool’s Gem (upper 
HP very © = ft ' body), Demon’s Blaze (lower 
RDM200% a a | | body), Black Wing (wing), 
Battle Menu a | Demon’s Right Arm right arm), 


j2isdel ely pot ee hates Ley Beery a per added te Sy 


Disabled , | Demon's Left Arm (left arm), 


(left front head, right front head), 
Electrichreath Core (right rear head), 
Crimson Scales (Neck Base), Dragon 
Ruby (torso), Wild Calis (tail) 


Firemouse Fur (torso), Black 
Wing Skin (wing), Demon 
Parabola (ear) 


gan 


Chaos Force (both arms, right 

side), Abyss Cloak (both ends 

cape), Dark Amulet (Rear 

Cape), Bone Relief (Front 

Cape), Bone Mask (head), Tome 
eft side) 


feat oe Papen 


ato} 


Canine Tooth (head), Troll Clay (both 
arms, both legs), Garnet (upper 


Ede sr be ne ta 


ee peced asd | Sigg le, 


ithril Ore (3rd shield), Eternal 
Silver (4th shield, torso), 


Arcanum (horn base), Assault Missile 
(shield-front blade), Adamantite 
(shield all), Mithril Ore (shield back), | 
Steel Horseshoe (torso), Empty Shell 
(back armor), Eternal Silver (tail 


: Rune Greaves (crushing 
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‘ — coo ’ difficult to attack their tails the way 
The battle against the Gigantic Troll = > = _ _. ge you would other enemies of this 
is similar to the Wild Troll you | cf pe = F ‘ — type. Depending on their positions, 
dealt with in the Crawsus Forest | a on . 3 — . - A > t i @ you may have to attack their legs to 
Ruins. Use abilities that inflict | fox. x _ . a be * ie damage them with any efficiency. 
Frailty to impede its regeneration = =»--»-s« it eee Luckily, many of Lenneth’s initial 
abilities. With that under control, == attacks strike at your enemy’s legs, 
stay behind him and unleash your g her the ideal character for opening an attack against these 
biggest combinations. fiends, Still, many of the Castle Cannons’ strongest attacks originate 

_ from the front, so don’t pass up the chance to move behind them if you 


ii 


eV ae eR 


see it. 


Aside from the Vampire Lord, two 
Elder Bats flank your position. 


They inflict a surprising amount 
of damage, which is drained and _ to the bottom of the ledge to your 
_ left. Jump on top of it to reach the 


added to their own HP. Eliminate a iE Ea Oke . ae = . = : es Pepe: 
them first to strip the Vampire Lor Double Check. 
of his backup. 


_ The save point just before the final 
_ battle opens up the Seraphic Gate 
on the world map. Simply save 
; your game at this spot and leave the 
_ dungeon to traverse the hardest set 
of dungeons within the game. 
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| Statistics 
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Once youve created a save file at the game’s final save point (the 
one just before the final fight with Lezard), the Seraphic Gate 
hidden dungeon opens up on the west map of Midgard. This amalgam 
of hellish creatures and progressive interior design is an optional 
dungeon fortified to test your gaming abilities. Everything that crawls 
inside its cold belly is far more powerful than any foes you've witnessed 
before. Proceeding inside isn’t simply a question of courage; you must 
possess a powerful line of allies and a strong understanding of the 
abilities and items you've collected. 
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Warrior z Valkyrie Favor = ia . ‘Obtained when Leone leaves the party at LVL 40 or higher. 


Light Warrior | Dainslef ~750 y Treasure: Seraphic Gate area 1. 


Eat Se Ene pes Safes : mi oo 2 tl z preeie Zz Za 2 yy Tha Beis ‘ . : : = = =r ma : : ; j 


Light Warrior Demon Sword “Levantine” 500 ‘Yes Treasure: Seraphic Gate area 5. 
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Sword of the Meek 850 


Yes Obtained when Dylan leaves th e party at LVL Ad or higher. 


Heavy Warrior | Demon Sword “Nefarious” | 700 __|3__Yes__| Rare Monster: Heimdall’s defeat (15% drop rate). 


‘Tyrfing = 2200 


Archer ___ Soothsayer Bow 620 


oo 


oi ree Se re — 2 ee ios . a . 


| Heavy Warrior 


acs Rare Monster: Tiamat’s defeat (15%). 


Yes _ Rare Monster: High Socks UII’s defeat (15% drop rate). 


No Rare Monster: Seraphic Gate Arectaris’s defeat 
(15% drop rate). 


sylvan Bow 2 


&o 


Sorcerer Wand of Apocalypse 7 - ies Yes | Monster: Gabriel Celeste’s defeat. 


Sorcerer Holy Wand of Telos Yes. Monster: Ethereal Queen’s defeat. 


_ Hrist | Gungnir —1000— ge ____ Yes __ Monster: Obsessed Ex’s defeat. 


Degrees ore ele i opps oe _ = ‘i — yy =: 


Brahms = ———_ Bloody Murder 1350 2 3 Yes ‘Treasure: Seraphic Gate area 4. 
2 


ae Se a = 


_ Anyone Angel Slayer | 10000 =». 19000 


Yes Treasure: Obtained after your 10th run through the 
Seraphic Gate. 












Every enemy in the oo 

Seraphic Gate hits hard... you ca 

really hard. Defensive the Seraphic Gate again on a harder difficulty : 

skills that raise HP and the area’s final boss. And if that’s not enough, you cai 
or lower the rate of HP the difficulty multiple times—it increases exponentia 
loss are absolute musts. each successive play-through! The following cha til 

@mme Specifically, Toughness and _ build-up in enemy statistics based on the num 

First Aid offer the best gain clear the Seraphic Gate. 

for their price. Combined 

with the affects of certain Sealstones, such as Lifeforce Blessing 

or Sheathed Power Wrath, your party's ability to survive the 

Seraphic Gate’s powerful onslaught rises significantly. Some 

accessories, like the Drainwing or Metabolizer, solidify this =e 

concept by granting the ability to drain HP from your enemy pd 

while boasting a secondary version of the First Aid effect. oR 























ist ft ts [xts8 [tz tt tt tet [et [80% xt. [No Change | No Change 

eS ee ee ee 
Grd ages a Sates, Eee ERS Dest 
Ath 3 - 2.4 4 [x8 , x14 x14 2S x14 | _ 4 _. +50% pune 4 ce LE jet0 eee 
ism bee Fe es Et be 

6th Sx wh fee fee lth fe iG Ue fom iM dt 

Mh xh Ie ek ae aT 
Cen ee as a ee ee ee ee Ce ee 
a Ce Ee ae ee ee ee ee ee es Se ee 





In the Seraphic Gate, you can regain many of the side 
characters lost through story progression. [hese characters 
include every usable party member, as well as-a character that 
was originally only a boss: Freya. The following table lists 
the prerequisites for recovering your old friends. 






n= GabrlelColeste'sdefeat = tt 
Leone _—iGabrielCeleste’sdefeat = 
Misi — © lWinten'wilgipat 
7 Silmera, = s«fWollen'siicled! 
Milonneth | Woden'sdefeat, 
‘Lezard Obsessed Ex’s defeat a : S 
__ [Ethereal Queen'sdefeat = | 
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<e enemies resides in kennels distributed throughout the Seraphic Gate. TI 


ey resemble some of the main 
yame, often taking on most of their characteristics in a funny way. Their HP ratings are somewhat hi. 


tics are weaker than those of the enemies in the Seraphic Gate’s first area. It’s worth fighting them in order to 
i st of unique items they drop. The following chart lists which items drop from each of the unique doppelgangers. 



































| Dog Hrist - Die-cast lance (weapon) : Wind 


Cut Feathers (helmet), Beast Pelt (head), Scratch Paper Book (chest), Copper Coin (torso), 
Prime Elixir | oe : | - 


(tail), doubleside tape one side, Daikon_ 











































‘Dog Rufus —| Broken Bow (weapon), doubleside tape one side (vine), II Wind Bandanna (head), Kobold Shirt (chest), 3rd page of proof | Short Bow 
eg isis. LE ~ntnennwnnnnan oo 
Lord of the Undead | Meat Chops (meat), Bloodsucking Fang (vine), Shinshin vine (head), Foolproof Trinket (chest), Purple mirror (torso), Lucky 

| Dog Arngrim ——_| Broken Blade (weapon), doubleside tape one side (vine), Shinshin vine (head), Overdrive (chest), New product guide (torso), |S 
a kee iin 

___| Kunknir (weapon), Famous vine (helmet), doubleside tape one side (head), Father Kobold shirt (chest), Thunder Coin (torso), 

lc Cl — oo ok. 
og Freya_| Crystal Ball (weapon), Play Cap (hal), Beast Pelt (head), Thing which gathers (ches), Thunder Coin (torso), Prime Elxir (tail) | ~~ 

| Dog Lenneth | Die-cast lance (weapon , Win d Cut Feathers (he met), Overdrive (head), Warrior Woman Kobold Mail (¢ hest), Silver Coi 

ee ee _i“(‘“‘“ ‘“‘iéiOCOCOC*;CSU oe 

Dog Silmeria —_| Die-cast lance (weapon), Wind Cut Feathers (helmet), Beast Pelt (head), Warrior Woman Kobold Mail (chest), Gold Coin : 

q _| (torso), Pr ime Elixir (tail) ces : oo 


Sound Mode is west of the Seraphic Gate’s entrance. From : pects ee eae nee Be uae eke eae 
| | _ This test consists of defeating Dirna Hamilton, the bustling 
here, you can pay 1000 Oth to hear various tunes from the es sf oo 
ae yee young archer who appeared in Star Ocean 3. When you 

game. You open up more songs after you venture through defeat her the wath ta: the 
certain areas of the Seraphic Gate. You can acquire the entire Ricpasht ne 

| ae . i eraphic Gate opens, and 
— song list during your second trip through the Seraphic Gate, so aoe 
oe Ik initially you can no longer 
oe a erent challenge her to a duel. You 
can fight her a second time 
after you've defeated the 
Seraphic Gate's final 
enemy (Ethereal Queen); 
at that point, she gains 
three bodyguards and 


maxed-out statistics. 
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DogAlicia = —— Busted Sword 
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Eternal Flame (candlestick, | Witch’s 
candlestick left side), Firefly | Arcanum 
Fire (candlestick right side 

Black Skull (head), Demon’s 

Right Arm (right arm), 

Demon’s Left Arm (left arm), 

Darkbreath Core (back), Dark 


Ymir’s Tear (weapon), Diablo 

Horn (horn), Demon’s Right 

Arm (right arm), Demon’s 

Left Arm (left arm), Demon’s 

Hoof (leg), Black Wing (wing), 

Fool’s Gem (upper body), Dark 

Matter (lower body 

Busted Hammer (weapon), 

Monsier’s Canine Tooth 
(head), Steelwing (wing), =| 

Trickster Imprint (upper body), ; 

Burgundy Flask (lower body) | 

Bone Mask (head), Dark 

Matter (front cape), Dark 

Amulet (both ends cape), 

Abyss Cloak (rear cape) Chaos 

Force (arm, right side), Tome 

of Necromancy (left side) i ems 
tri-Emblem (pit), Busted Spear | Wand of 

| Apocalypse. 
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Grimson Wasp (main force), Tuni 


ubbl 





| Green B 
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Cosmic Visitor | R le so, ta the-Box (belt) = spt 








Incense (right tentacle tip), Bonafide Bone (left tentacle tip), Thick Bone (right tentacle base), Mace 
Head (left tentacle hase), Green Bubble Core (' 
















ft side), Bone Mace (both tentacles), 


(vine) 


reer 
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tacle right side), Demon's Left Arm | - 
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ATK 3/4 RDM 
if 
switch Stone 
Effects 


| Thor’s Rage (left side), Seal 
| Windswept Tailfeather (tail), 
Raptor's Talon (wing) 
Flame Breath (torso), Beast 
Pelt (leg), Sabertooth (head), 
|Beast Flesh (tail) 
| Broken Bow (weapon), Warped 
| Front Teeth (head), Warped 
| Horn (horn), Sylphide’s 
| Arrowhead (left arm), Protection | 


ight arm) 


Homunculus Copy | Mithril Crown (crushing) 
Insect King Wing (lower wing), | Earthproof 
Platinum Eye (head), Insect / Talisman 
Blade (lower arm), Lancer 
Needle (tail tip) =e 
Mithril Greaves (crushing) —_| Mithril 
Greaves 


Solar Jewel (head), Flare | Sage’s 
Ore (right arm, Lava right Arcanum 
arm), Pyrotechnic Ore (left 
arm, Lava left arm), Flare 
| Ore (torso), Adamantite (both 
ieee ee 
Sunspot Visitor 


Metallic Lenneth (both legs), 
Amber Lenneth (cape), Full- 
color Lenneth (near head or 
chest), Gungnir (crushing 
100% 





sat 
ra ere 


< 


; 
x 
a 
oF 
2 
= 
£ 





= 
pee 


left front head, center head), 
5-Color Breath Core (left front | 
head, left rear head), True 
Dragon Liver (neck base), 

E Color Scales (torso, tail), 

| Sword, Tyrfing (crushing) 


| Ball (both rear tentacles), | Sylvan Bow 
eat) | CO | Beauty's Flame (both 
Pure White Feather horn), : = 7 | | tentacles), Divine Bow, Sylvan 
|Great Eagle Heart (torso), | Py ff | Bow (crushing) 


k (head), Beauty’s | Divine Bow, 


| Wing Feather (chest part, 

| lower body), Gryphon Claw 

| (back wing tip), Giant Beast 
Wing (rear wing base), Deep 

reen Feather (front wing) _ 


| Guard Potion 
Key (torso), Worn Shield (1st 
shield), Damascus Ore (2nd 
ield), Adamantite (3rd 


ield), Orichalcum (4, 5th 


ees irae sear scey 
2 jae 
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Neraphic Gate Area 5 








| Jade Cartilage (head), Evil 
| Eye Gem, Attack Claws (both 
| arms), Bonafide Bone (both 











| Ghost in the Mirror | Dutch Silverwork (mirror), 






(mirror), Lake Surface Mirror 
mirror), Red Soul Flame 
(dead spirit) = 
| Killer Demon Eye (head), 
 Cumsheen Scale (both wing), 
| Black Dragon Liver (torso) _ 


Killer Demon Eye (head), 
Cumsheen Scale (both wing), 
Black Dragon Liver (torso) 
| Cumsheen Scale (torso) 
Homing Scale (front leg), 

| Black Dragon Scales (back 





































| Deep Doom (right upper 
| weapon), Thor’s Rage (right 

| below weapon), Yumil’s Tears 
| (left up weapon), Solar Jewel 
(left below weapon), Busted 
reatsword (left upper arm), 
usted Sword = 
penonuearanetion 
(horn), Killer Demon Eye 

| (head), Size Claw (both — 
| arms), Black Shell (bot! 
| legs), Dragon Wing Bone 

| (wing), Shiningbreath Core 
‘| (upper body), Black Dragon | 
| Scales (lower body), Dragon | 
| God Scale (tail base), Black 
| Dragon Scales (tail tip), 

| Armor, Infinite Admiration 

j (crushing) _ 





Master 
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Milliontera 


Spear, Dinosaur (weapon), 
tri-Emblem (pit), tri-Emblem 
after crushing), Holy Wand, 
liontera (c 









Once youve finished off the Ethereal Queen, head back to 


Dirna Hamilton. Speak to her to initiate a challenge. Once 


you defeat her, you've finally completed the Seraphic Gate. 


Determined Dirna 





a. Carefully choosing the proper weapon to — 
Opponents is important, but the decision 


s have a basic attack power rating, which 
ermines their base damage. More importantly, they 
so have a variable number of attacks (from zero to 
three) and possibly an elemental property or a Slayer 
ability. Slayer abilities can be useful against certain 
_ enemies; check the enemy resistances chart in Chapter 
Some weapons can trigger Soul Crushes. This last 
_ part can be very important, as by the mid-game, a 
significant chunk of your damage can come from 
_ three- or four-part chained Soul Crushes. 


: ~ Some weapons also have a few other special properties, perhaps 
~asmall bonus to HIT or RST, as noted in their descriptions. 


| 


ere iSyy 
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_ The type of Rune granted by the weapon. 


he rit yaa omc pueoenaen 


: I ote that entire classes of weapons share the same color for ay oe oe attack power oftoe Cn 
tunes: red for light warrior swords, blue for heavy warrior IMUXG—C_séCFr Staffs, the Magic power added to spell attacks. 
swords, and so on. You can acquire some ‘weapon’ runes on 2 a eee eee eee = 
a ue d P : KS) _ For Staffs, the RST added from the staff. 
accessories a bit later in the game. This makes it possible for etait nate 


ape 


inherjar classes to complete rune abilities that require gen — The number of attacks. This ranges from zero to three 
weapons they normally cannotuse. ae eo Oltacks. 


Webra 
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ir Weapons, considerthe numberof  . © mI 


Ditka tp 
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_ If the weapon allows Soul Crushes/Great Magic, it has a 


_ check here. 
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ray 


Where to find the weapon—some come from shops, or 


ALF perms 


can be created in shops with monster materials. Others 


_ can be acquired from certain enemies. 
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HITS, Increases Combo Gauge 
iS 











[ ast. Ghost Buster 4 


ri Beast Bludgeon - | va Vln. : 


. Store Kalstad 


s Store: Crell i Montage | 


1 120000 4 oo | Create: | Cre i Monferige, Treasure Forest 
| us a 


| Always Critical — 


Fw 2O/RST-20, Has set chance 
4 = sonverting eevnanew to HE 


po ce of cota ene emy aE SS 


oe Oe & HITSOIATKS%6 So 4 
MAG1000. were | HP P but raises | Tessie  Saraohie Gate 
| parameters | 
Ing | Angel Slayer | |: | | MAG10000, Damage varies widely, — Seraphic 6 Gate > tOth 1 Round) 
| oe ; Doubles against Divine enemies, Bottom Floor 


Can be equipped by any character, 
| regardless of weapon-class | 
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rt at ee tt er 


is rot eee 


oe: sige Digan C Castle Town | 


Store: Villnore, Treasure: Ancient 
Forest 

| Create: Villnore . 

: VEASUTE: Chateau Obsession 


| Drop: ee Stalker Stora: Crel 
Meera 


May inflict Frailty on enemy Drop: Evolver, Adonis’ Initial 
Equipment , 


§ Drop: Arngrim, Create: Crell 
Monteraigne 


Peaine rl 


| Drop: Divine Slave 
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Store: Asgard, Arngrim’s Initial 
Equipment (Upon return) 


- Soul Crush Damage + 30% aa Examine the body on top of the 
| execution platform in Dipan Castle 
in Mead oe 
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Treasure: Tower of Lezard Valeth 


| Demon Sword 
“Nefarious” 
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Rune Name | special _—_ Effect 
GE TH 


Green Rune 
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HIT50/RDM-10, Has chance of 
Stoning enemies 


Ne ai fat eee ea 
May transform inflicted damage 
into HP 


May transform inflicted damage 


RDM-10/RST10, chance of 
Draining HP 


May transform inflicted damage 
into HP 
May transform inflicted damage 
into HP 
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Other than equipping specific-colored armor to form various 
Runewords, most armor decisions are even simpler than 
weaponry choices. [ake the highest RDM you possibly can, 
unless you are in an area with a large number of magical 
attackers, in which case use armor with RST bonuses. In the 
case of special effects, it’s frequently worth wearing armor 
with special properties if the RDM is in the same ballpark as a 


slightly stronger piece that has no special bonus. 












Hown much the item costs s (if it can be » purchased), 


SCE 


“Any Elemental resistances granted by the armor. 





Any special properties c of the armor are noted |here. 


a eae a a ae oe eine ne 


ene | Where to find the armor—some come 5 from eho S, or 
Naturally, if the armor has special effects that can be stacked Ps 


and added up with skills or other equipment, use it! 





‘Aeqfinel can be created in shops with monster materials. Others 





_¢an be acquired from certain enemies. 





e 


; Helmets | oe | 
cir : al Pega = BULA CHIH: Er ert By 


Green Head Valiant Helm _ Brahms’ Initial Equipment, Hrist’s Initial 
ie lal 


Green Head Mithril Helm ariceth as d Valkyrie S Initial EauipiantB Black 
Pain (Direct Assault) 


RST 


Se ete eee See eee ett 


Create: Coriander Village, Silmeria’s Initial 
Equipment 


Treasure: Seraphic Gate, Drop: Gyne (Seraphic 
Gate 5th Floor) 


ape as a a ae eas a eee ee ea oe el 


Acquired By 


_| Lightningx20% |__| Store Sole, Dinan Caste Town 


ict ey “ “1 er) TT rs = IT alg tg Ley ll ei 


_ Lightning-20%/Earth+50% 


Fire Ice Lightning Earth+20%/ 
Holy+50% 


Lightning-20%/ | . | Treasure: Valhalla Palace 
| Darkness-20%/Holy+50% | _ Treasure: Tower of Lezard Valeth, Lenneth’s 


_ Initial Equipment 


Earth+1 00%/Poison+100% | | Treasure: seraphic Gate 


~ _ Valkyrie’s Initial Equipment 
All Elements-20%/Doom+80%/ ATK100/ _| Greate: Crell Monferaigne 
Frailty+80%/Transfer+80% _ MAG100/ 

HITSO/AVD50 


Treasure: Seraphic Gate, Drop: Bahamut 





| Gree n Body 


__| Green Body 





| Green B ody 


PT creo Boy 








ce ae 


RST ‘Price Resistance 


| Fir 0+30% S 


Fh Blue Body - Leather Cloak 


= Breen 1 Body _ Mirage Robe | _ Lightning-20%/Earth+50%/ | ' Treasure: Crawsus Forest Ruins 





| Transter+1 00% 
|  Fire-20%/Ice+50% 





: Treasure: Palace of the Venerated Dragon, 
: Drop: Walther | 


| Create: Solde 





_ Crystal Garb 








“Elfin Taffeta 












Only females can equip. Create: Villnore, 
! Silmeria’s Initial el 






Fire [ce Lightning Earth+30%/ 


| Fairy Garb 
: Darton Ao at bilo bal el 





















: Robe of Bryttain 





| Valeth 
| AVDIO0 Drop: Odin (Seraphic Gate) 


2 Lezard Only. Lezard’ S equipment NpON rejoining 












Syiphan Robe 
















_ Dark Cleric _ | 2 J 
_ Floral Garb a. 












_Treasure: Seraphic Gate 


| AVD100 






Eternal Shine 
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| Green Arm | Extreme Guard | 0 | | | , HIT-10/AVD-10 , Treasure: Seraphic Gate 


| Green arm _ | St secu | HIT-10/AVD-10 | Drop: Frigga | L | 















| Blue Body | PhoenixGarb =} 80 | | Fires 509 ne ee “Aesir (Com mane) Cd 


_ Reunion: Sha-kon, Treasure: Tower bf re a 


Freya a ce s can Equipment i 








Ma auca he _ = 


















Green Arm Wind Glove 


ie Ea er ei Meee ce ra eat Es eee ees Me i OT ee a en ee ae a eer 


Acquired By 


Treasure: Crawsus Forest Ruins 


er 2 : == = _ oH pera Ee gaa Se aT Sa Ea Sg 


Create: Villnore 















Drop: Holy Order 


Lenneth, Valkyries Initial Equipment, Treasure: 
Seraphic Gate 
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RUINS 












store: Asgard 


fc same color. For example, let’s say you're wearing Red head 
a With a ae range of effects (some ote y er armor, Red body armor, and a Red gauntlet, along with a Red 


pel den of accessories can make battles much. easier. 2 eee a you ean two o Red accessories into the two oR 









< alee i. pieces of Red armor 
ies. s. Because there are nine places 















“o-¢ 


jl I 


. tice icolc 





oS ccessories possess another special property: by linking 
oe multiple accessories on your character's equipment _ 
screen, you can boost the power of each accessory that’s the © 








The benefit to creating links is enhancing a given’ “Wieeseory's numeric effects. At the maximum | Link Multi pliers 
(nine links), a 4x multiplier is applied to an accessory’s effect le 
normally gives an ATK bonus of 3% instead gives 2 a i 12% b boost. A.5% accessory becomes a 20% Fiala 


boost, and so on. 


Because the multiplier from links loses some efficiency “yp if vast fiv five ve ve links ( a 33 
may wish to either form links of two colors, or use the extra accessor ( cae 

accessories. Grey accessories generally have strong (and frequently u 
tor their inability to form link multipliers. — 


i Runes (Blue) 


ait: 
















ats. This means that an item that 


irene 





ie ee effect to o compensate 


oS LUE oe ee el oe oe i ed ony re ee ms me ee oe md bo a Er Pel nT 


/ aaa | 


| Slashing ——_| Broken Greats\ | | 


ol _ i battle, : 10% oe 


pe ne a 
ADs Pais 
eS . a 7 /ROMs3% A 


| in bale, 40% C chanoe eo 3 NeoatnaS Stone 


omy: Giant it Scarab 


oo a OD Drop: R ting De mon, ‘Holy Or de der . : 2 | 


a Shop: \ VADIORS | 


| Dro: Stray G gous 5 (Pure) 


Ene ral fences Reseae LSE Le tS Se ape Be fe Candee oe Ey oP epee oe Lat SS inaf 


ape ot Se Canna cd Ra Psa ag a acc Pros oe em Pete ng ag ree naire to al rasa sera oe ea ene Sede harm ea ae nl 





Price SitctH | NHL este eh 
T .  Wiiiiseiee ree Oia 
| Drop: Hellhound 
“Drop: W Warning j Jewel, Ghost _ 
we Drop Phantom Guardian | 
Drop: Berserker, Dragon Zombie _ 
| a Sele Sault 


| | Dron Giuttonous 3 Bug 


corer Troll 


| Drop: Skeleton 


vastly E ; IF 
pe ea abner ds ri Atita | Shey es 
ccieehinieeiered a eccieel orchard Tato yetrsl rer act p ates pete Tp 


Drop: reereres — pena isi. 
| Castle Cannon, Undead Master 


i In battle 40% ree of f Negating cléon, Sian — of rOp: 
ee Sala Fait ¢ or wees! 


| Demon Horn ~ 


| : + 
| te 
T 
+ 
: 


Demon Blaze 


= <as one tee ee a 2 
eae a rad ote oi feree ary 
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"| Runes (Red) 
Tete tid 
ees ; 
ips Fa 
Peete 
See 7 
Pours : ; 
iti NEL vii gett A 
is if 4 


Slashing Claw | ATK43% 
mee ee uste qd. : 5 jor d Peg Soe ae een : A ie 39 ae ee era ea ee 3 3 


ieee nuuneee 


Drop: Desert Beast - 


[Sabretooth |__| Imbattle, 40% oh ___ | Drop: Deathdog 


sf bree: 


| Drop 





In battle, 40% chance of Negating Poison, Confusion, Silence, 
Freeze, Paralysis, Stone, Faint 


When attacking, 3% increase to Earth damage 


When attacking, 5% Holy damage increase 





| R esistanc ce 
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S| | Runes (Green) 

ie ae _ Name 

Briacing <> Emerald Horn 

fe ; Bunker Horn 

| iercing a Lancer Needle . 

| : | Piercing | | Naru Tooth 

a Piercing rea | | 

a : | Bludgeon 4 Koboldriver a 
" Patited as 

ae - Busted Hammer oS 

| | Bludgeon Pulverizing Bone | 


|| Activation D rago n’s Wingt b one 

















| Pentachrome Breath Core 





- | Activation 





- Activation | | det Ejector 
| | Activation =| Chaos Force 
Activation “Jade Scales 


Activation Rising Dragon Talon 





Healing Evergreen Feather 


Healing 


| pfeing Green Gallbladder 





. | Healing Dragon alm 








_ | ‘Strengthening - | Colossal Canine Tooth ] 


| Strengthening — | Gargoyle’s Wings 


| Strengthening 7 Bonafide Bone 


| Strengthening 


Axe Crust 
| Strengthening | | Beryl Bracelet 


j Weakness 


if | Weakness ae Scales 


| Bullets of Evi 


Evergreen Scales 


| Resistance | Damascus Ore 


| [Trainin : | Dragon E Emerald o 


















Vampire Heart 





ihe pe Hr. phere sf 


a ea ah ae 


Maine 


ad ETA 


AVD+5% 


se 











| Special Attack damage+5% 


_ Max HP15% 


Darkness damage Is reduced by 5% 
| Max HP15% oo 


| In battle, 40% chance of Negating P Poison, Confusion, Silence, 
| Freeze, Paralysis, Stone, Faint. 


| ATK+9 79 
Special Attack damage+5% 


: Special Attack damage+5% 


HIT#5% 

ATK+5% - 

ATK+3% | : 
In battle, 40% chanee of Negatng Crs 
NGS 

In battle, 40% chance of Negatng Faint 7 
“AVD+5% eS 


i int battle, 40% shane of Negating Bokecit, Sontesioh. Silence, 
| Freeze, Paralysis, stone, Faint 
| HIT+5% 


MAG+5% . 
RDM+5% : 


| AVD+5% 
In battle, 40% chance of Negating Stone 


MAG#5% 
Max HP+5% 





Freeze, Paralysis, Stone, Faint 


ATK+5% = 
: Special Attack damage+5% | 
In battle, 40% of a Frailty 


af ATK+3% | 

| Holy damage s s reduced by 5% ; 
Min battle. 40% chance of Negating Poison, Confusion, Silence, 
Friese Paralysis, Stone, Faint 
ATS oe 













 RDM+5%. 





In battle, 40% chance of Negating  Polsan, Confusion, Silence, 





euiict aie 


| Drop: Silver Dragon 


Drop: Flying Killer 7 


Drop: Gluttonous Bug 
Drop: White Dragon 


| Drop: Holy Order 


Drop: Paragritfon 
Drop: Kobold Warrior 
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Drop: Giant Troll 


Drop: Abyssinian Demon 


| Drop Idisi, Roper 


Drop: Red Dragon 
Drop: Tiamat (Seraphic Gate) 





Drop Gigantic Moth 
Drop: Strayer 

Drop: Gigantic Dragon 
Drop: ldist 








Drop: Paragriffon 


Drop: Elder Vampire 


Drop: Lizard Knight 


): Green Jewel 
: Invasive Rrsnnisl 


: Red Dragon 


0: Elven Wolf : 


: Paragriffon : 





io: Gigantic Claws | 


Shop: Coriander Village 


D: Lizard King 


- Dragon Zombie 








: Dimension Beast 


) p: Gigantic Dragon 





Guardian Diva, Iron Golem 





: Drop White Dragon 


iS 

oy 

es 
= 








} Runes (Green) 

Rune So Name fee i £=filect : : , 
pai Mt In battle, 40% chance of Negating Paralysis 
n Holy eepaee by 5% 


: eer By : 

Drop: Kobold Lore 
Drop 6 Capricorn Leader 
Drop: Emeth 

Tin battle, 40% chance of Negating Poison | Shop: Asgard : 

When attacking 5% | Fire damage increase Drop: Hound of Tindalos 


In battle, 40% chance of ate Poison, Confusion, Silence, | Drop: Tiamat (Seraphic Gate) 


Freeze, Paralysis, Stone, Faint 


When attacking, 5% Holy damage i increase 


_| When attacking, 5% Fire damage increase : | Drop: Persistent Pursuer 


i chance of Negating Fire damage in increase a Drop: Red Dragon 
15% chance of absorb Fire damage | i a Drop: | Wild Lizard Evolver = | 
Fire damage is reduced 7 0% | Drop: Capricorn — 
os | 5% chance ¢ of absorb Fire damage nt Drop: Arectaris 


Drop: Aesir (Defenders) . Persistent 
Pursuer 


When attacking, 5% Freeze damage | increase: 


[in battle, 40% chance of Negating Freeze 
Freeze damage Is reduced by 9% Drop: Wild Wolf 


3% chance of absorbing Freeze damage | Drop: Prism Jewel 


5 ‘Black Skull 


Polished Green Ore 


e Toxicbreath Core” : 


Green Bubble Core 


| Desolation Gem 


Dead Man’s Bern 


si ” i ool a . 


| Earth ¢ damage i is reduced by 5% oe 
: When attacking, 5% | increase to Earth damage 


; 5% chance of absorbing Earth damage | 


Freeze aaa 5% chance absorb 


| 5% chance of absorbing Earth damage 
i Earth damage is reduced by 5% 
In battle, 40% chance of Negating instant Death 


| 5% chance of absorbing Earth damage 


5% chance of absorbing Earth damage 


Drop: Ice Troll, Divine olave 


. | Drop: Rotting Demon 


: DrDB: Persistent Pursuer | 


: Deathdog 
: Flying Killer 
5p: Life Stealer 


: Type 44 Demon 


‘When attacking, 5% increase to Earth damage p: Rotting Demon 


When attacking, a7 | increase In IGG Garnaye Persistent Pursuer 


AVD+5% Elven Hawk, Hresvelar 


“Emerald Bai 


oe | ‘Trans sparent Wi ng. 


| : Darkn ess ; 


‘Darkness 
Darkness 


BON. q Orichalcum 
| Darkness 
Cask of Offering 


| Darkness : 


Dark Amulet 


oharp Scissors Heart 
‘Blackbreath Ci Core 


Dark Carapace 


‘Dark Matter | 


Shiningbreath C Core 


5% chance of absorb Lightning damage 


When attacking, 5% increase i in Lightning damage : 


5% chance of absorb to Lightning pamage 


‘Lightning d damage Is s reduced b by 5% 


In battle, 40% chance of Negating Poison, Confusion, Silence, 
Freeze, Paralysis, stone, Faint 


| Holy damage | is reduced by 5% 
| When attacking, oe Holy damage i increase 


| ‘When attacking, § 5% Holy d damage increase 


When attacking, 37 Darkness damage i increase 


4 Darkness damage | is reduced by 5% 


| In lia ayy Gane a Negating Instant Death 


: Lightning Kobold 


): Bolt Dragon 
Bago ‘ 
Drop: dis Rabat 


| | Drop: Abyss | Dragon 


| | Drop: Guardian Diva 
| prop: Undead Master 
| Drop: Divine Slave 
| Drop: Crust Golem, Giant Crab 
“| Drop: Rotting Demon, Hydra 


_| Drop: Soul Summoner 





iG 


. Colorless hininigeashes 


Name 


cues Pendant 


“Black Crystal 


_ Dragonlord’s Nerves 


Bone Relief 


Tome of Necromancy 


Golem Heart 


METH Seal 
headless Doll 
‘ica Fegment 
Evil Mirror 
Diablo Horn 


Wing of Darkness 


_ Vampire Fang : 


Bloodsucking Fang 


Vampire Claw 


ae Scissor Wing 


Stonecutting Pincers 


| { Empty Shell 


el 
Fenton a 


Main: Effect 
300000 | RDM+20%/Darkness+50%/Men's Only 
-AVD+30%/RDM+50%/RST+30%/Fire+90% 


Darkness Resistance+9%0/Restores all status when Status iS effected 


ROM+3/Wher poisoned, MAG, Critical chance increase 


_— ATK+1 0%/Critical damage x 2/li not defeated. Causes damage to self a as well 
aati 


Critical chance | increase (muttipt equip effective) 


Dark+30%/In battle, whine all HP digits are the same, luck j increases. The higher the 
number, the luckier. | 


ATK+15% 
Special Attack damage+20% 
HIT+15% 


Has a certain chance of breaking the enemy's guard (multiple equip effective) 
Has certain chance of making enemy Faint 
-AVD+1 0%/When poisoned, MAG, Critical chance increased 

On very rare occasions, will nilict Doom on target. 

es o/Normal attacks miss, but Critical and certain Special attacks won't 
May riffict Poison on the target 

Poison+30%/May inflict Frailty on target 

In battle oily Heal with Poison damage 

Certain chance of Negating magic damage 


MAG+10%/RST+10%/Damage to enemy when sitistied from Frailty is greatly 
increased/Critical attack odds also increase 


Curse+50%/May inflict Frailty on target 
May transform inflicted damage into HP 


When character is on the verge of death, entire party (except the dying character) i iS 
given first aid 


Doom+100%/May inflict Doom on the terns 
Dark+20%/May intlict Confusion on 1 the target 
Chance of reflecting magic 


Chance of causing Silence 


Darkness+30%/Curse+100%/When character is on the verge of death, entire party 
(except the dying character) iS given first aid 

Heal 1/20 of damage caused against enemy 

May transform inflicted damage into HP a 

Increases damage to enemy/Each attack consumes 5% of Max HP 

Holy Resistance- 30%/Chance of causing stone 


RST+10%/When character is on the verge of death, entire sare fexcect the dirty 
character) is given first aid 


‘May inflict Frailty on target 

Chance of causing Faint 

"Special Attack ‘aveaees as HP decreases : 
RST+5%/RDM+15% > 
-Faint+30%/May negate magic damage 


Stone+30%/Attack increased when inflicted with Silence/Critica attack odds also 
increase 


Ice Resistances’ 0% 


| Drop: Kobold Knight 


Chance of causing Stone 


Drop: Type ¢ 44 Demon 


Drop: Vampire 


Acquired By 


Creation: Coriander Village | 


- Poem Event 


Giant Skeleton 


‘ Bahamut 


p: Ballistic Rhino 
Living Armor 


ron: Umbrella 


: Glant Hawk, Owlbear 
yp: Elven Hawk 

yp: Dire Wolt 

Drop: Vampire Bat 


: Griffon 
meme 
): Ice Troll, Giant Troll 


‘ Sand Flower 


| Drop: Carnivorous Plant 


- Carnivorous Plant 
p: Shaman Chief 
: Strayer 


| Drop: Undead Master 


| Drop: otrayer 


Drop: Iron Golem 


: F rene Emeth 


Drop. Wil o the Wisp 


| Drop: Phantom Lurker, Holy Order 


Drop: Holy Order 
Drop: Type 44 hemor 


| Drop: Elder Vampire 


Drop: Vampire Lord 
_ Drop: Sharp Scissors 


Drop: Vampire, oharp Scissors 


| Drop: Elder Vampire 


Drop: sharp Scissors 


_ Drop: Gigantic Claws 
Drop: Goat Man 


_ Drop: Desert Beast 


Drop: Ballistic Rhino 
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* 
; Colorless Accessories 7 a — 
Aes wilh Acquired By 
Spiral Arrowhead PP HITH15% coon a gear 3 — Drop: Ballistic Rhino 
art Core Poison+30%/Frailty+30%/Max HP+10% - | Drop: Troll, Clay Man 
| Confusion Resistance+30%o/In battle HIT x2 ee som ort Drop: Primordial Ooze 
| MAG+15% | S———- | =a Drop: Trash Demon 
May transform inflicted damage into HP Se picte th "By a a | Drop: Ice Devil 
Heal 1/20 of damage to enemy = —__ | Drop: Prince of Hel 


All types of Resistance- 20% In battle, item and magic HP healing effect works on nal | Drop: Life Stealer, Abyssinian Demon 
but effect is reduced. 


| Earth Resistance+30%/Chance oft causing Paralysis Drop: Wasp Nest, Meteoric Storm 
| Faint Resistance+50%/Chance of causing Faint 


When character is on the verge of death, entire party (except the dying character) is Drop: Insect King 
given first aid 


| Shell Shade oe ey ce _| ROMs1/RST+1/Chance of Negating magic damage : ue af “Drop: Satyr 


Protection Shade 9 RDM+5%/RST+5%/Attack increased when inflicted with Silence/Critical attack niifs 4 Drop: Capricorn 
| | also increase 


Critical damage x 2 If not defeated, damage to self as well oe | a cae | Drop: Capricorn 
Critical chance increase (muttiple equip effective) ss | Drop: Upper Lizard 
In battle item and magic HP healing effect works on all but effect i iS reduced. ee | Drop: Cosine Vistor 
In battle, parameters increased as HP reduced : Drop: sack Mimic 


+30% Resistance to all effects except Frailty, Doom, and Transter/in battle, item and Drop: Gentleman 
magic HP healing effect works on all, but effect | is reduced. 


In battle, when all HP digits are the same, luck increases. The higher tl the camber the — Drop: Sacred sack 
luckier 
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Holy+30%/When HP i iS at max, damage fc enemies increases | c nel a | Drop: Deathdog, Iron Golem, Guardian Diva 


eee 
“i neat ipa afte; 
Pinna 


“ai! 
Pye 


Earth+30%/Critical damage x2. lf enemy is not defeated, the jarmene) IS also inflicted Drop: Dragon Zombie 
on the player 


ee 
i aay cad Tae 


. ‘Blackened Scales Darkness Resistance+1 5%/Chance of causing any type of stats effect pe Drop: Black Pain 


Resistance to all but Instant Death and Transport +100% Chance of sical ans status 
effect 


‘Black Oragort Gallstone 


i ‘1 pies 
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Sable Dragonscales oy Dark+30%/Holy-30%/Curse, Silence, Confusion+50% Damage to enemies increases 

by o%, but 5% HP MAX drained for each attack vi 

Darkness Resistance+20%/Stone Resistance+80%/Chance of causing Paralysis Drop: Dragon Zombie 

MAG+10%/Stone Resistance+50%/Chance c causing Freeze 4 Drop: Arectaris a 

| RST +10%/Fraity+50%/Chance of causing Paralysis : 

Holy Resistance+30%/Max damage to women es ! ween, nes Drop: Gabrie Celeste 

-L Full- color Len neth | . “| Drop: Obses 

_ 4 ee eh - In battle, tem and magic HP healing effect works on all, | but effect IS reduced EC te 

: Curse invulnerable/Darkness+30% | | Shop: Coriander Village . 
ae Check oe - | Freeze invulnerable/Ice+30% nN re ee : hice Shop: Villnore eV a 


otun Check | | : Faint invulnerable/Fire+30% =] shop: Solde 


| ATK increased with each miss. Effect ceases when attack mode ends Drop: Obsessed Ex 


4 
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Bai dre a 


TRAC ape 


| Stone invulnerable/Earth Resistances30% = Shop: Crell Monferaigne 
Paralysis invulnerable/Lightning Resistance+30% os Shop: Ganlardet lage 
| Poison invulnerable/Earth Resistance+30% hs | ae | Shop: Solde. i 
Silence invulnerable/Holy Resistance+30% —_— shop: Crell Monferaigne 
Confusion invulnerable/Holy Resistance+30% es we at Shop: Villnore | 
Failty invulnerable/Dark+30% —_ tt ohop: Crell Monferaigne 
} Power Bangle ee ATK+30% a ga ge aa - | Treasure: Palace of the Venerated Dragon, 
| aye | we rf | | | Ygdrassit 
Magic Bangle — ,  MAG+30% | Treasure: Hall of Valhalla, Tower of Lezard 
' Valeth 
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I esleciew Accessories 


i Peltits 


Ring of Healing 


- | Firemouse Fur 
C | Mirror of the Lake 


Lily 


Weeping Lily 
Gladiolus 
Amber Lenneth 


Metallic batrath: | 
| Crystal Lenneth 


Truthade 


aia: 


| Holy Resistance+15% Chance of healing 1/2 of damage received. 


| : HIT+50/Chance of counterattack when evade successful 
: ATK+9%/HIT+10%/Chance of causing Faint 


| May inflict Doom on target 


apse 


Resistance to all +100%/Critical damage x2. If enemy is not defeated, the dation: IS 


also inflicted on the player 


status effect time cut | In halt 


Holy+30%/In battle, when all HP dinits are the same, luck it increases. The higher the 


number , the luckier 


Confusion Resistance+70%/Chance of causing Confusion ee 


Has a certain chance of breaking the enemy S guard (multiple equip not effective 


| AVD+20% | | | | | | 
ATK+5%4/Damage t to enemies increases chy 5%, but 5% HP MAX daine fa sath attack 


ATK increased with each miss. Erfect ceases when attack mode ends | 


ATK+10%/In battle, parameters increase as AP reduced 


+50 Resistance to all status effects/May inflict Doom on ‘target 

_MAG+30%/RST+30%/May inflict Doom or target 
_[LATK+30%/RDM430%)God Destroyer 

| ATK+3/In battle, HIT x 2, 

L Special Attack damage+20% | 


Normal attack misses, but Critical aie certain 1 special iihucks hit. 


ATK ‘increased with each miss. Effect ceases when | attack mode ends 


Critical attack chance Increased with each miss. Effect ceases when attack mare ands 


: Frailty+50%/Critical attack chance increased with each miss. Effect ceases when attack 
mode ends | 


In battle, when ll HP digits are sthe same. luck it increases. Th higher ie painter the uckier 


Chance of causing any Status effect 


| Silence Resistance+60%/Chance of causing silence 
Chance of causing Freeze 


_ May restore halt of the damage inflicted by an enemy attack 


MAG+30%/When character is on the verge of death, entire party (except the dying 
character) is given first aid 


Chance of causing Transport | 


Critical chance increase trriltiote & equip effective) 


| ATK increases when inflicted with Silence, Critical attack odds also increase 


/Fire+1 0%0/ RST+20% 


| Stone Resistance+50%/Chance of causing Stone. : 


Poison Resistance+100%/When Weakened, hahaa to enemy aisniiy crane) 


_ Critical chance increase 


Max HP+10% | 


| Max HP+10% 


| Max HP+10% 


Max HP+10% 
| ATK increased when miss is made. Returns to normal when Attack Mode over. 
ATK Increased when miss is made. Returns to normal when Attack Mode over. 


ATK increased when miss Is made. Retu ms to normal when Attack Mode over. 


When worn, the character's measurements are listed in the status screen 


Demon Destroyer 


‘Drop: Obsessed EX 


Acquired By 
| | Shop: Villnore 


Drop: Lizard Lord 


"Drop: Gluttonous Bug . i 
| Drop: Necromancer, Crust Golem 


| Drop: Living Armor 


Drop: Muscular Stalker. Highlander 


iG Treasure: Audoula Temple on the Lake 
Drop: Capricorn Leader 


Drop: Winter Wolf, Dragon Zombie 


Drop: Dragon Zombie | 


Drop: Bahamut 


Drop: Baham ut 


, Drop: Wild Lizard 
Drop: Gigantic Dragon 
Drop: Bolt Dragon a = 
nf Drop: Sky Lizard 


Drop’ White Dragon . 


| | Drop: Giant Troll. 


| Drop: ieee 

___ Drop: Type 4d Demon, Rotting Demor 
: Drop: Rotting Demon 

| Drop: Baphomet 


Drop: Kraken 


Drop: Tyrannosaurus Rex, reward for clearing . 
| Turgen Mines (second time) in Villnore. 


Drop: Escargone 


| Drop: Baphomet 


Drop: Kobold Knight 


| Drop: Lizard Man 


Drop: Fire Bat, Elder Bat 


| Drop: Magic Mirror 


Drop: Mimetic Flower 


‘Shop: Villnore Flower Shop Chap. 3 

| shop: Villnore Flower shop (Chap. 4) 

| | Shop: Villnore Flower shop Chap. 

| Shop: Villnore Flower Shop Chap. 6 
Drop: Obsessed Ex 


Drop; Obsessed EX | 
Drop: Determined Dirna 


Drop: Clay Man 





* Colorless Accessories 


ELLE 


Allfather Kobold Shirt 


Double-sided Tape 


Wisdom Wig 


es Steel Hair Band 


| Dog Ring | 


ia Ring 


Price 


q | t 


hie Acquired By 
Chance of healing 1/2 of damage received : Drop: Dog Rutus 


When character is on the verge of death, entire party ‘except the dying character) is Drop: Dog Alicia, Dog Hrist, Dog Rufus, Dog 
given firstaid = _| Arngrim, Dog Odin 


Critical damage x2/If enemy is not defeated, the damage is also inflicted on the player 
Has a certain chance of breaking the enemy’s guard (multiple equip not effective) 


Chance of counterattack when evading 


In battle, item and magic HP healing effect works ¢ on all but effect | iS. reduced. 


Guard chance increase 


Chance of reflecting magic | 

Chance of Negating magIc damage 

Critical attack chance increased with each miss. tect ceases when attack mode ends 
ATK increased with each miss. Effect ceases when attack mode ends 


Curse, Silence Confusion+100%/In battle, when all HP digits are the same, luck | Drop: Dog Alicia 
Increases. The higher the number, the luckier 


Norma attacks miss, but Critical and certain Special attacks won it 


| Resistance to all status Ailments +100%/In battle, when all HP digits are the same, | Drop: Hamster 


IUCK | increases. The higher the number, the luckier 


In battle, item and magic HP healing effect works on al but effect is reduced. | Drop: Koutaro 


Doom+100%/In battle, when all HP digits are the same, luck increases. The higher the 
number, the luckier 


| In battle Status effect time IS halved _ Drop: Dog Alicia, Dog Hrist | 
| RDM+15% | Drop: Dog Alicia | 
| ATK i increases fale inflicted with vilence. Critical attack me ality increase Drop: Dog Rufus 


| ATK increased with each miss. Effect ceases wher attack mode ends al ' Drop: Dog Rufus 


| When evading, chance of counterattack | _ Drop: Dog Rutus 


din battle, parameters increase as HP Is reduced _ Drop: Dog Arngrim 


Has a certain chance of breaking the enemy S gitard (multiple equip not effective) Drop: Dog Arngrim 7 


- RDM+30%/Chance of reflecting magic iva tae _ Drop: Lord of the Undead 


| May transform inflicted damage into HP | When al Dog Events in seraphic Gate are e done 


| MAG+100/Chance of causing Transfer ne | When Lezard leaves the party at LV40 


Resistance to all elements+20% When Lezard leaves the party at LV45_ 


| Cat Ring ingredients | Animal Event 


+ Cat Ring ingredients Animal Event 


Cat Ring ingredients | Animal Event 


Cat Ring ingredients Animal Event 


: I fog Ring ingredients —— Animal Event 
oe | Dog Ring ingredients Animal Event 


Dog Ring ingredients | , Animal Event 


| Bird Ring ingredients "Animal Event 


Bird Ring ingredients | Animal Event 


| Bird Ring ingredients uae sce Animal Event 


: Bird Ring Ingredients Animal Event 


Chance of causing Faint | Creation: Solde 


a 


In battle, Speacial Attack power ir increases as HP decreases Creation: Crell Montferaigne 


» In battle, HIT x 2 Creation: Coriander Village 


pn battle, wien all ne digits ai are e the s same, , luck it Increases. The higher the pumber, the okie Creation n: Asgart 


ppt pero Siete aioe aco alto ah aah iro 





| ‘Warrior's A Arcanum r 


Apothecary’s Arcanum ) 


| Witeh’ S Arcanum 


Sage’s Arcanum | 


: | Dwarf Tincture — oes +s 8 I 
| Fay incur Sacre 
| Spirit Tincture artes 

: Goddess Tincture ; 7 | Droy | | 


| Elixir 
| Prime Elixir 


| Noble Elixir 


j Union Plume 
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| Honeysuckle Dew | 


The Cosmic Order 


| Hc oly Water 
Holy Grail 
“Idun’ S Apples 


Soft stone 


po Stone - 


: j Dead Ashes D 
1 Meat Chops 


| Bragi’s Song 
Thaw Water 


| Pearl Grass 


Freeze healed 


hy 7 Paralysis healed 


i corr — ary oe 
eee oaks 
| Heal tally ful HP 
| a whole party as a 
— whole party HP 1500 
— ve party ul HP eed 
| | Heals 1 ally Poison, silence. Confusion, Freeze Paralysis, “1 
Stone, Faint : 


| Heals 1 ally Poison, Silence, Confusion, Free Pafaiysis, 
| stone, Faint and HP 90% 


; Revived from Unconscious and 20% of Max HP i el oe 
Da oy ec as i eared 
2 1 uta hed ~ — eee - 
Trai heed ae ee aT 
Faity healed, can use limitless. iT 
| Cures the entire party of the Transfer status ailment es oe 
| cures the entire party of the Transfe r status ailment, Saf use | 
: imitlessly 
Poison healed (can’t use it in battle) a a 
| [Heat i tot roa = - : tte) Soe 
Fenian | : ES 
| Confusion healed a 


Silence healed : We - | 


lc MOSHETIRS Egg | 150 | Stone healed 


re ras 
| | shop: ie a ss 
| Shop: Grell Monteraigne 
‘| Create: Solde ge: 
ro ds eater tem ore eure ebay . 
PShop Sedan ere 
toa ere ae a zy is sol z : 
: Enemy: Backpacker, Orel Monferalgne, Feed the dog 10 times 2 
| Create: Sade 


| Create: Coriander Village 


| Heals 1 ally Poison, Silence, Confusion, Freeze, Paralysis 
| Stone, Faint and HP 99% 


| Sn oo ae sia 
Shon Side cas 

| oe Solde, Treasure: Palace of the Venerated Dragon | 07 7 
T Shop: “Sold . rec Te 


| — solde, treasure: Seranhic Gate 


ee 
co sre Wor wcities ere 
| Shop: Sode/Dipan Town es | a Sie 
has "sede/Dipan Town si ee 
= Shop: Solde/Dipan Town 
+ | Be Solde/Dipan Town 
_| shoe ecg Tow e 
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Effect 


| Flame element range attack 


| Ice element range attack 


_ Earth element range attack 
: | Lightning element range attack 


| | Holy element range attack 


| Darkness element range attack 


| ‘| Randomly attack one individual enemy rank | 


| Flame element individual attack 


“| Ice element individual attack — 

: | Earth element individual attack | 

0_| Lightning element individual attack a Sa | 
rr sleet individual tak at acl gested 

, ) | Darkness element individual attack e 


Randomly attack one individual enemy rank 


| 10,000 damage against enemy 


| | Confuse | enemy fo short time. 


- Chance of transforming all enemies in n range into i Magic 


| Crystals. | 


“Effect 


; , eae i | baa 

Shop: Asgard " 
Shop: Asgard 

: Shop: Asgard - 

| create: Solde 


| shop: Crell Monferaigne 


: Shop: Crell Monteraigne 
| Shop: Crell Monferaigne 
| Shop: Crell Monferaigne 


| Treasure: Hall of Valhalla 


| Create: Coriander Village 


, Enemy: Silver Dragon [Leader tern] | 
| Shop: Crell Monferaigne 


Shop: Crell Monteraigne 
Shop: Crell Monteraigne 


| Obtain from released Einherjar 


| Enemy: Clay Man [Leader Item] 


. : Acquired 


FOr certain time, 4 ally Fire Resistance increased oa 


: For certain time 1 ally's Ice Resistance increased 


| For certain time, | ally's Earth resistance increased 


| For certain time, 1 ally’s Lightning Resistance increased 


One ally is invulnerable 1 time against any attack 


_ For certain time, entire party Fire Resistance increased | 


| For certain time, entire party Ice Resistance increased 


For certain time, entire party Earth resistance Increased 


| For certain time, entire party Lightning Resistance increased 


Whole party IS invulnerable 1 time against any attack 


| For certain time, entire party invulnerable to status effects 


Restore AP at the cost of party’s HP. 


4 | For certain time, 1 ally's ATK increased | 


| For certain time, 1 ally’s RDM, RST increased 


FOr certain time, 1 ally’s MAG increased 


FOr certain time, AP consumed down 20% 


Experience points and OTH amount used in battle increased X m 


Shop: Asgard - 


| Can investigate enemy s abilty and weak points. 


a Can investigate es s ability and weak points. can use imitlessly. 


aren — o | 
ae 


| Create: Asgard, Enemy: Sack Mimic Leader tem 


Enemy: Aesir (Security) [Leader ltem| 


| Treasure: Hall of Valhalla 

| roe : im Sree Ps ctosubdten a 
Treasure: Hall of Valhalla 

: Treasure Hall of Valhalla 
| shop p: Asgard, earlier shops in Chapter 5 s 
| re Set ee <5 


| Shop: Asgard ™ 
Bae Sere ee ani si —_ 
Shop: Solde/Dipan Town 7 ser - 
' Create: Solde a So ae 

| Enemy: Giant Bat (Leader item) — 





| Status Increase 


ae 


Azure Gem 
LE Jade Gem 


1M Materials 
aa Clay 


| Rotted Budgeon 


| Bonemea 


4 Broken Blade : ANNO 
| A sword with halt Its blade broken of. 


Beast’s Flesh 


aa ie i - 
ioe. st 


eral a ae 
Ge 

bent nN 

af Wa Clu m 


| Burgundy Flask 


| Platinum Eye 4001 


| Royal Jelly 


u a a =| = = 
Teves i 7 SF GSS Se oc eA TJ Sra ens em en es gs eee 
are 
pees lt=s ig 
hha 
Say 
. Ms te 
Siete - : = nah : 


| Silverwork Orchid : 


Silver Vine Frame 


. STR, DEX+20 EinneriarR Release 
| INT, CON+20 | Einherjar Release 


ae . ae ct 


The clay tt that primarily 0 CO onstitute’s $a tral S ‘body. oe 


| MaxHP+200/AGL¥20 
Experience +300000 


Einherjar Release i) 


| Obtain from released Einherjar 


| Max HP+100 | : | Einherjar Release 


Einher ar Release 


| Einherjar Release | So) a 


| Einherjar Release 


| Einherjar Release 


| | Einherjar Release 
| STR/INT/DEX/AGL randomly inoreased 1-10 | Create: 8 Sold 





Fragment ot what was a tree trunk swung by monstrously powerful trolls 
| Craystalline remains of weathered and worn bone fragments. 


| Tip of a blade broken In halt. 


| Skin of an amphibious beast Priced | as material fr boots Oo 
oc molar agn Hi we: ne r ada oa = 
tes Sa a png vith blood. i ee ee 
rn ne fi z ae 2 neat i ot = 
| | The d own fe feather ‘of an an unkn nknown bird. | ifyou have dibudh of ther m, ‘they ca can 7 
| provide great protection against the cold. | 
; Herb whieh causes ilusions, Apparently, itis used in magic ceremonies: Sar 
7 _| Fresh sh ead. It's not clear what creature sit was. | 7 4 
a as iid pein ea, | ear me aE & nei i i 
| Wax Clum | ses i of 6k | 
‘ | : er 7 : aE tea aa Tae a = er 
4 | A compound i insect eye with briliant platinum shine. as 
| re mai food ‘source for F queen be pees. 5 Some ne sy its g 's gc good for people, too. sat | 
| Front tooth th of a herbivore. shape suited for cutting grass - 7 | 
as re ala i or Teo ores i tar 
oe sion fenitel pe z raataed fn Seems eee 
t Foul = se an ites alae aie ee a iain aca a 
Ta broken let, perhaps suffused d with h the p prayers of its former owner Sa id 


Ceremonial tome handed down s since antiquity Unintelligible. 


| A stunning drop of amber. ts value ies In Its beauty. 


Part of a monster's broken claw. 


| Large, round pearl, Fetches quite a fai pri. 


bs 360000 E Entwined vines Secon tiie In rsiyar There’ Sno hint a as sto what it framed 
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fs Enemy: Giant Hawk 


Enemy: Toxic Flower 5 


Enemy: Flying Fish 
: eng an aT sit 

Cia Sua ra aaa ce 
Enemy: Electrica — es a 


ser a0 ee as oro 

te Fae yt = a 
em a enna Jewel | 

| eee ee = 
| Enemy: Owlbear eal 
= cone: a ea sae 


| Enemy: Magic Mirror 
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| Break Up 


Spirit 


| Control 


| Triple Edge 


| Mighty Blow _— 


| sk 3 sks you ut ar : oS pa a rty 


orthy waft | iil i i vile 1 to ne p a os low ea Ei eae rjar_ 
7 es iit ge in \ the ¢ a “ therwise, it can take a 


oe nae 


a Makes aTTACS cause 
enemy to faint. Further 

| attacks are more likely to | 
| break enemy guard. 
Increases chances of 
| entering Break Mode 

_ when part of enemy is 
| broken off. 


Increases the amount of 
| purple gems that appear 
| after an attack, 


Increases the amount 
your special attack gauge 
| |__| "ses after an attack. 
sf | DoubleEdge | 5 | D eals damage twice in a 
7 |__| single attack. 
: Increases power of n magic 
» to 150%. However, magic 
will strike allies as well, 
: Deals damage three times | 
in a single attack. 


7 y members are 


I Slashing J / ightning. 
: strengthening / -/ - 


Arm / Slashing / Activation / 
| Strengthening / - 


| Arm / Slashing / Lightning 
f ofeaye 


| Body / Slashing / 
| Strengthening / - / - 


| Slashing / Piercing / Arm / 
__ | Training /- 


ic | Head / Ice / Darkness 
| Activation / - 


| A - i i Pree pL RP Le 7 
peta Play rab Pa i iY a Ls RRM A REA LL AAPA TEL ee es een meremia rs AAR TORS - grea TREE TP SVE PS ey SINE hd ape am ta Td fe 
SP RE pga TT ALS ATT SEAT ROTA AT GTEC ATTN 
Ni aot eeesadecpares epee Bp, “Peltpels eesti i : : ett eter ers IE Spree ree eee ie ete ia Boeglne sus 
5 etree Brest oe tie sar hota aeas beste siete te Neieae] - rane c tt pe dpraearesecsiy Tre eet ac ty eat eerie ones p ee den tered ani | 
Predae Papaogieo sania try lade eieu hop EA iticl erbacg dareerpa fel 7 pean intes Free rent ad oar Tepe Sirarirhiyg haiti tian eh Mipea seer ts A aay 
I [eeaets betodrd ye en oT ied; < aed i j erry ears, 3s = ats teats Mel peep: Se fet ke porn ideas Poa ree oo att erp “yn enh 7 
Os ib eiapac iets ibaiocabe stig af peiscdia mpi Tl ry Teed ero as eae *F eerie sea f rnp tr retest pee recy ciate eae eR sy % Siete cS 


Piercing / Bludgeon / : 


Training / Creation / - 


: ee _ 


| rag of | ror 
| Mental Boost | 
Fortify Physique | 


| Solitary 
| Struggle 


| ‘Counter Attack 
o Precision Parry | 3 


| | Scramble 
oo) | Attack 


Increases ATK, MAG, HIT, AVD, 
_ RDM, and RST for each extra enemy 
| when they outnumber the party. 


Increases attack +20% for each 
| enemy that dies during battle. 


| Displays ic icon attae shtaete! | 


Performs guard when the 


| mereases ATK to 120% é dating 

7 battle. 

: Increases MAG to 120% during 

, battle. - 
| Increases RDM to 120% during 
battle. 

Increases RST to 150% during 

| battle. 


| Combines ATK and MAG values for 
| attacks during battle. 


| Reduces ATK, MAG, HIT, AVD, 

_ RDM, and RST by 20% in battle, 

_ but increases experience received 

to 150%. 

| In battle, max x HP increased by 
200% | 

| ATK, MAG, HIT, AVD, RDM, and RST 
| values increase slightly per fixed 
interval during battle. 


“ Reaction Skills 


| is attacked. Press the button 
| when you see it to counter 
| attack. 


: button of the attacked 
| character is pressed at the 
| moment of the attack. 


Set special input for normal 
| attack, to be performed by 
| pressing a button while 
| holding the directional 


: . Sas Sul ee 


| Body / Fire / 
Paley 


Body / Ice / 


-/-/- 


| Body/Earth/ | 
be/-/- ~ 5 


| Body / 
| Lightning / - / 
| he = 
| Body/Fire/ | 
pIce/Earth/ = | 
| Lightning 
Body / Fire / 
| Strengthening 
Head / Arm : 
| / Activation / 
| Ice / - a 
| Foot / 
| Strengthening 
_ / Weakening 
f pags | 
2 Body / Foot / 
| Fire / - A 
Body / Fire / 
Strengthening 
P/-1- 
| ATK, MAG, HIT, AVD, RDM, and RST | 
are raised based on the number of 
allies that have been killed. 


Body /Fire/ | 


Resistance 
| /-}- 


Haak 1 pra 
| / Darkness / : 
| Resistance / - 


| Arm/Ice/ Resistance | 


| Head /Leg/Slashing | 
_ / Resistance / - o 


= 





« Suivivek | 


| Reflex | 
| Movement | 


- | Cure 


| Condition 


_| Force Field 


_| First Aid 


Force Field 


| (5000) 


fl Gia rd 


Motion 


| Reduce 
| Magic 


| Missile | 
Protection 


| Force Field | 4 


| (1000) 


| Victorious | 5 
| Vitality | 


| Lost 
| Emotion 


: Enables guarding against 
| and evading special 
| magic-based attacks. 


May restore half the 
_ damage inflicted by an 
| enemy attack afterwards. 


| Head / Arm / Activation / 
: Resistance / - 


| Restores HP at fixed 
intervals during battle. 
| Reduces damage 

| received by 20%, 

_ However, prohibits 
blocking and evading. 
| Renders user susceptible | 
to status ailments. : 
: Halves efficacy of all 


| magic received, whether | 
: damage or recovery. : 


se dae _ 
| Leaves 1 HP 2 after an 

| otherwise fatal attack if 

_ character has at least 

| 10% of maximum HP to 
| start with. 

| Enables blocking and 
| evading of enemy attacks | 
_when knocked back. 


| Enables quicker recovery 
_ than usual from status 

| ailments during battle. : 
| Protects user with a force : 
| field that can withstand | 
100 damage. 


| Enables you to use items 
| at no AP cost. 

| Protects user with a force | 
| field that can withstand 
| 5000 damage. 


| Guards against all 
projectiles frontally, 


Protects user with a force 
| field that can withstand 
| 1000 damage, 


| Restores HP to 100% 


when victory is achieved. 


| Renders the spirit 
| impermeable to outside 
| Spiritual influences. 


im Body / Healing 6 / Training, /-/ /. | 


| Body /Leg / Lightning /- / - 


Head / Bludgeon / Ice / suis 
| Resistance / - 


| Body / Earth / Healing / : 
| Resistance / - : 


Body/Leg/Resistance/-/- | 


| Body / Healing / Holy / - / 


Body / Healing | Rasletanta / 
| Creation / - 


| Body / Earth / Healing / - / - 


| Arm / Strengthening / 
| Resistance / - / - 


Body / Head / Ice / Activation fs | 


| Head / Arm / Resistance / fe 


| Body / Head / Healing / Holy /- | 


| Body / Earth / Healing /- / - a 


Head / Ice / Holy 1 Ge | 


— alsdgeon 


| Unholy Purifier 


a Descaling Might 


True Seeing 


Weed Whacker 


Bug Swatter 


| Ghost Buster 


| Giant Killer 


| Demon Destroyer 


| Desperate 


el Meas Ures 


Dragon Slayer 


God Destroyer 


oS ee 


i) Enables nitacks with, 

| massive effects against 

Beast enemies. 

| Enables attacks with 

| massive effects against 
Unholy enemies. | 


| Increases power of 
_ attacks against Scaled — 
enemies. 


increases hes occurrence 
7 of critical attacks. 


Eriabies attacks. with 
| massive effects against 
: Plant enemies. 


| Enables attacks with 
| massive effects against 
Insect enemies. 


| Enables attacks with 
massive effects against 
| Magic enemies. 


| Enables you to attack 
enemies without material 
bodies. 


Enables attacks with 
_ massive effects against 
Giant enemies. 


| Enables attacks with 


massive effects against 


Demon enemies. 
/ Splits an enemy in two 
- with a critical attack, 
| however HP becomes1 | 
| after using this attack. 
) Enables attacks with 
| massive effects against 
| Dragon enemies. 
| Enables attacks ith 
| massive effects against 
God enemies. 
Splits an anettty in two 
_ with a critical attack. 


Slashing / Weakening _| 
| / Fire /-/- 


| Slashing / Weakening | 
| /Holy/-/- 


a | Slashing / Weakening 
© | /lightning/-/- | 


se | Piercing / Fire / 
| Strengthening /-/- = | 
| Slashing / Weakening | 
| / Fire /-/- U 


| Piercing / Weakening / | 
| Earth /-/- 


| Slashing / Weakening . 
| / Activation / - / - 


| slashing / Weakening | 
'/\ce/Resistance/- | 


| Slashing / Training / 
| Weakening / Holy / - 


| Piercing / Weakening / 
_ Darkness / Training /- | 


-| Arm / Darkness 
Creation / -/ - 


| Piercing / Weakening / c 
_ Lightning / Activation | 
/- ) 
| Piercing /Bludgeon/ | 
| Weakening / Holy / - : 


| Arm / Darkness L 
7 Strengthening / - 
Training / - 
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ach of the Einherjar that you eleasing them earlier in the game allows you to receive bonus 
can materialize during your quest items. Do this by visiting the newly freed mortals in their new 
to find the Dragon Orb can be laces of residence. a 
acquired in certain dungeon areas. Which 

Einherjar you get from a materialization point — The following chart shows you where you can find each of 

is random, so if you don’ get the one you want, the Einherjar, and, once released, where they appear. If you 
you can simply reload and try again (only one Einherjar visit them, you can acquire one of three items; not all released 
: is available for materialization in Chapter 4). Note that the Einherjar have all three. 
Einherjar available from a given materialization point are 
erouped by class. So, a staff allows you to receive one of a few Acquire Item 1 by speaking to them at any time up until 
sorcerers, a bow grants one of the archers, and so on. Chapter 4. Acquire Item 2 by speaking to them after Chapter 
5. Finally, Item 3 is available only after the Seraphic Gate is 
When you release an Einherjar, you receive stat-boostin unlocked, once you've triggered the final save point in the game. 
items—the bonus’ value depends on the power of equipped 
weapons and armor. So, if you want to wait until near the 
end of the game, you can release them with very powerful 
quipment from end-game enemies. 
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With a few exceptions, the difference between Einherjar in a grant 300,000 EXP each) to compensate for the loss of the 
given group (archers, heavy/light warriors, mages) are slight. characters; you generally get just enough to catch up Einherjar 
Each class of Einherjar has the same type of Soul Crush, they to fill the gaps, unless you level well past 30 in Chapters 3 or 4. | 
generally end up with attributes within a few points of each 

other at max level, and they largely learn similar attacks (or The mages each learn one of four different elemental Soul 
spells) within their class grouping. Crushes, each with its own properties. 
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However, there are a few reasons you might wish to reset and 
reattempt an Einherjar materialization: First, they each come 
with a unique initial skill. While this does not matter much for 
most Einherjar, a few begin with a skill that you cannot acquire 
until substantially later in the game—notably Celes, who 
begins with Dismantle, an excellent critical ability. 
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Another difference is the order in which mages learn their 


spells. While their Holy and Dark base spells come a bit later, There are Great Magics for Holy and Dark, but they can be 
you can often choose to get Invoke Feather a bit earlier, in unlocked only by retrieving two weapons from the Seraphic 
exchange for another spell. Because light warriors and archers Gate. Any mage equipped with one of those items can use the 
also learn a few spells, consider what spells your party members Holy and Dark Great Magics, both of which are extremely 

will earn, and then pick an appropriate mage to replace Lezard powerful. Gabriel Celeste holds the Dark Staff, Ethereal Queen 


when he leaves...assuming you want to use a mage at all! the Holy Staff. 
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Note that initial main characters don’t gain any initial skills, 
hough a few later-story characters do. Certain main characters 
Iso leave the par y—or, in Valkyrie’s case, don’t join until 

the end game—so you may wish to incorporate that into 
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Skeleton | Warrior’s Arcanum (upper body), Bonemea (both arms), Skul Receptacle (head), Black Crystal (lower body), Dead Ashes _ <= 
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Skeleton | Warrior's Arcanum (upper body), Bonemeal (both arms), Skull Recepticle (head), Black Crystal (lower body) 
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Skeleton Soldier ve _| Bonemeal (both arms), Long Sword (weapon), Black Crystal | (lower body), Dwart Tincture (upper body) | | Dead Ashes 
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| Goblin se | Bat Wing (wing), lron Ore (weapon), Little Devil Heart (upper body), Burgundy Flask (lower body), Goblin Tooth (head) | | Leather Gloves 
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Ballistic Rhino. “| Spiral Arrowhead (Shield-front blade), Worn Shield (Arm Shield), Baraka (shield back, leg armor), Ram’s Horn (horn tip), Pact ( Chain | - Chainmail { 
| (horn base), Black Crystal (torso), Empty shel (back armor), lron Ore (tall) Beg ee ee ee — L 
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Goblin | Bat Wing (wing), ron Ore (weapon), Little Devil Heart (upper body). Burgundy Flask (lower body), Small Demon Fang _- Ly 
| (head) | | 
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Warning Jewel | = | | Blue Soul Flame (nucleus) | 
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| Primordial Ooze. | Bone Mace (tentacle tip), Tentacles (upper tentacle tip), Seafood (upper te entac cle base), Heart Core (torso), Eyeball (head) “Earth Gem ey | | 
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Goblin | Bat Wing (wing), ‘Tron Ore (weapon), Little Devil Heart (upper body). ‘Burgundy Flask (lower body), ‘Small Demon Fang | | 
(head) | | 


Dire Wolf __| Beast Flesh (leg), Beast Pelt (torso), Meat Chops (tail), Beast's Fang (head) = : 
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_| Beast Pelt head), Warrior's Arcanum tail) Iron Ore (helmet, torso 
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Kobold Knight oe Silver Sallet (helmet , Beast Pelt (head), Warrior's Arcanum torso), Copper Coin (torso), Lucky Tail (tail), Koboldapult oe Warrior's Arcanum 
Aeanen 
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‘Giant Hawk — Wee | Great Eagle Heart (right side), , Raptor's Talon (wing), Feather (left side) 


| Thunder Hawk | ‘| Thunderbreath Core left side’ rail Fea r (tail), Feather (w wing ie p ey uaa | Tome of Godspeed 
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-Owlbear ‘Great Fagle Heart | aaa Broken Claw ‘upper body), “Thane Plume ‘head feather Beak head Feather. lower ~ | Union Plume 
_ body 


| Blue Soul F Flame candlestick), Curse qd Soul candlestick | left side), Flare Gem (candlestick right side) = Se -| Earth Gem 
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Crust Golem Broken Claw leg), Giant Pincers arm, SCISSOrS Blade Claw (tail Ray Force head horn Golem Eye. light part after head Fireproot Trinket 
| horn i IS crushed , Geist Core main body nucleus) oe concn! 100%, 
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‘| Dragon Gallstones (torso Orientation Scales (head), e ek | | co | i , | res Se : | Metal Buckler 
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[Great eae Heart upper body), Broken Claw upper body), Indigo Plume head feather Beak head , Wing Feather (| lower. Union Plume 


| Silver Sallet (helmet), Beast Pelt (head ‘Warrior's Arcanum torso) Copper Coin torso), Lucky Tail tail) Kobold Lancer | Warrior's Arcanum 
weapon) 
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Heavy Crossbow weapon), Lamb’s Horn (horn _Lamb’s Tooth (head). Piercing Imprint right a arm Falco n Imprint (I left ' Lightningproof Trinket 
arm), Shell Shade front side , Tail Armor rear side 
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| Griffon Griffon Talon leg. back wing tip), Wing Feather (front wing), Pure White Plume (head adornment  Gargoyle’s Wings — ‘Charge Break | 
ovccueneneens | wing base), Garnet (head), Great Eagle Heart (torso), Feather (lower body), Jade Sealpouch crushing 100%) 
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iy ohold War 1b _| Koboldriver ( weapon), Adamantite helmet), Beast Pelt (head, chest), Silver Coin torso , Lucky Tail (tail) 
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' Busted Spear weapon), Eternal Silver helmet), Sacred Spinel head Crown chest Gold Coin (torso Lucky. Tail tail), Gold Coin 
_, Magician’s Hat ( crushing 100%) 
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‘Giant Snail ee es Bullet ( shell), Ba Pa (front shell Adhesive insides) Gas ssi (bal 0), Honeysuckle | Dew mouth) ___ | Union Plume 
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Queen Wasp re | Indigo Plume ‘both ‘upper feathers). Tuning Wing both below feathers : “Insect | Claw (a m), Big Bugeye head) Giant Royal Jelly 


Amber (upper body), Royal Jelly (lower body), Banshee Scales (tail base), Big Needle st tip), Olive Crown (crushing 
100% 
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spears Swarm ‘| Legion main force , Tuning Wing (task force 
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Indigo Plume both upper feathers Tuning Wing, ‘both below feathers), | ‘Insect Blade. upper ar arm Insect Claw mid- -arm, | Royal Jelly 
_lower arm), Big Bugeye (head), Amber Core (upper body), Royal Jelly (lower body), Banshee Scales (tail base), Lance 
| Needle tall tip), Rose Sealpouch crushing 100%) 
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Enemy Name ltems Ge 


Skull Fish eafoo (head), Thunder Gem (Nose), Fish Phosphorus torso , Tough Fin (tail) 


izard Man lonster Scales upper body), Alligator Skin (tail), Karsnaut (weapon), Empty Box belt), Dragon Gallstones (lower body), | Viking Sword 
orn Shield (snield) _ 


izard Lord Monster Scales (upper body), Fairy-in-the-box (belt), Dragon Gallstones (lower body), Piercing Imprint weapon), Worn | Warrior's Arcanum 


hield (shield), Alligator Skin (tall) 


trobila  Walkflower Root (Both Tentacles), Vegetable seed (flower), Walkflower Tendril mid tentacles), Electric Bone (torso), Wax | Warrior’s Arcanum 
lump (stalk 
ystic Cult Staff weapon), Little Devil Heart upper body), Burgundy Flask (lower body), Sabertooth head. ‘— Iceproot Talisman 


jant Pincers (scissors), Stone Cutting Pincers. arm), Seafood (leg, shell), Tough Fin (tail), Ray Force head horn), Golem 
ye light part after head horn is crushed), Geist Core (main body nucleus) 


one Mace (mid tentacles), Mace Head (Both Tentacles), Ammunition Shell ‘rear dragon head), Stone Bullet (rear dragon 
head), Tentacles low leg), Vermillion Cartilage (head), Seafood (head upper part), Divine Time Giver (crushing 100% 
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Enemy Name LOTS 

Giant scarab ah se Insect Claw front leg), Stone Bullet. torso), Beetle < Shell (outer shell), Beetle Horn (head 
Sand Flower White Flower Petal (head), Giant Amber (torso), Belladonna petal) | 
Desert Beast Battering Ram’s Horn (horn tip), Snakebelly Armor (tail), Empty Shell (back armor), Baraka (leg armor), Black 


| ii torso), Spiral Arrowhead (shieldfront), Hot Plate (rear shield face), Worn Shield (arm shield 
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Enemy Name ltems ME Cae ay 
Giant Scarab ‘Insect Claw (front leg Stone Bullet (torso Armored Beetle Shell outer shell , Beetle Horn: Head 
| Firemouse Fur (torso), Bat Cloak wing), Bat Ear Cdl ee -— : | a ) oe Lei eeee (ie : | 
Skeleton Soldier  —_—| Hail Jewel (both arms , Lightning Stone (torso), Busted Sta (weapon), Flame Armor armor), Eyeball head’ ae | The Cosmic Order : ) 
Hellhound Flare Ore (tail), Beast Pelt (leg), Firebreath Core (torso ms, | - | Tt ed tee 
east’s Fang (head eet Den eee oe 
ora tae aus | , re 6 e ° - - ani | : nanan een 
iercing Imprint (weapon), Vermillion Scales (upper body), Worn Shield (shield), Alligator Skin (tail), Dwarf Tincture | 
ower body 


Pyrotechnic Ore (torso), Dragon's Talon tail), Unladen Swallow Scales front leg), Spiked Claw ( back leg) | 


‘Flare Ore (right arm), Pyrotechnic Ore (leit arm), Flamberge, Phosphate Ore Lava both hands 
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Chateau Obsession 


Shadow Gem 


Busted Bow (weapon), Lamb’s Horn (horn), ‘Lamb's Tooth (head), Piercing imprint (right arm), Falcon imprint (left arm), The Cosmic Order Keg 
__ {torso), shell shade (front side), Tail Armor (rear side) 


Giant Skeleton Busted Greatsword (weapon), Skeleton 1 Goblet (head), Cursed Soul, Blazebreath Core, Black Crystal Bonemeal —s | Cuirass 


Trash Demon eS | Burgundy Flask (lower body), Little Devil heart (upper body), Busted Staff (weapon), Bat Wing (wing), Monster's Canine Tooth (head) —_, Thunder Gem 


Se PS Sy FS TSEC LA eS 


Troll Chief | Rotted Bludgeon (weapon), Troll Clay (both arms, both legs), Garnet (upper body), Heart Core (lower body), Monstrous Molar (head) ee) Apothecary’s Arcanum 


eS SS Be Te ee = : == - = SSS ee hl TO es pA aE HSI eG Sst 


Dragon | Dragon slayer (tail base), Dragon Scales (tail tip, leg). Dragon’s Horn (horn), Dragon’s Fang (head), Holybreath Core (upper body), Dragon’s 
| Talon (arm), Spiked Claw (wing), Dragon Sapphire soa body) — fee eyes 


’ Greater Demon 


Ticino Quartz ea - a Teal —— = below weapon). Polished Blue Ore (right upper weapon), Cerulean (right t below weapon). 
Busted Greatsword (both upper arms) 

-Silverwork Orchid (main body both mid mirrors), Mirror Fragment (both front mirrors, both b back mirrors), Blue S Soul Flame (dead spirit), Supreme Garb 
| Azure Sealpouch (crushing 100%) 


| Beast Pelt torso), Bat Cape (wing), Demon's Parabola (ear Boi oe lea tee i UTON: BITE 


SE Eb ee Eee SS ee ae a ee Theil 1 . js - i. os = 


Disgusting Shell | Lightning stone (mouth Red Ejector (belly eg), Ammunition Shell (shell), , Black F Pearl (front shell) , Adhesive (insides) | Union Plume 


Tear Soul | | sacred Spinel candlestick , Sprinter Cell candlestick bothends) ye oho fe eee Pearl Grass 


Electrical Chip. _| Electricbreath Core (main force Platinum Fly task force oe eae lak : ‘Honeysuckle Dew 


Phantom Lurker sacred Spinel dead spirit), Mirror Fragment both front n mirrors, both back mirrors Lotus Wand (both mid mirrors), Holy Gem 
| Alchemy Wand main body 


Rose Imprint (neck), Aura Force upper body), Citrine leg), Vampire Fang head) Vampire Claw (both arms ) Bat Wing Shadow Gem 
(wing), Blood Jewel lower body 


| Orientation Scales head), Boltbreath | Core torso), Ghibli Scales. wing) | - Apothecary’s Arcanum 


| Hrunting upper tentacle tip). Bone Mace ‘upper tentacle base), Tentacles fingertip), Thick Bone (tentacle base). Heart Lightningproof 


_ Core (torso), Evil Eye Gem (head) Talisman 


Land Kraken Kraken Fang (mid tentacles), Armor Piercer (rear tentacle tip). Stone Bullet | rear mid tentacles), Thick Bone (both 
_ tentacles) , Tentacles low leg), Vermillion Cartilage head _ Spider Fighter ‘head upper part 


Shaman Chief “| Abyss Cloak back cape). Cerulean Alloy both ends cape), Scarlet Alloy front cape), Ray Force (both arms), Mask | 
_| Fragment head , Thor's Rage right side), Solar Jewel left side) 


eee sa nd 


Sire 


| Wild Troll Elixir lower body), Garnet upper body), Polished Red Ore weapon), Troll Clay (both arms, both legs), Warped Teeth Prime Elixir 
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Hydra Dragon | sapi torso Metabolizer tail), Poisonbreath Core left head Dragon's Fang left rear head Blackbreath Core (right head). Fairy Tincture 


sTagonscrypt 


Gun Fish Ash vordfish Sn ible Cc eafood (tail) oe Seem 
Green Coral 










Palace of the Venerated Dragon 


Enemy Name liems Leader item 


Red Soul Flame Candlestick), Eternal Flame Candlestick left side), Holy Water Candlestick right side ) | 
Worn Shield (1st shield), Copper Splint (2nd shield), Damascus Ore (3rd, 5th shield), Adamantite (4th shield), Golem Eye 
head), Golem Heart (torso 

Busted Spear Tee Pepe 
Stone Cutting Pincers (arm, scissors), Axe Crust (shell, tail seafood (shell, leg), Serstine-lock-gun head horn i Gremlin 
Core (main body nucleus), Aura Force (light part after head horn is crushed 
Core Emerald (nucleus 
Flamebreath Core (torso , Orientation Scales (head), Ghibli Scales (wing) = | sees 
Abyss Cloak (back hood), Cerulean Alloy (both ends cape), Scarlet Alloy (front cape), Ray Force (both arms), Mask 
Fragment (head), Thor’s Rage (right side), Solar Jewel (left side) | 

‘Tough Fin fillet), Cutting Claw (arm), Red Boots (tail), Evil Eye Gem, Electric Bone (head | ae a 
| Polished Red Ore (right upper weapon Scarlet Alloy right below weapon), Rose Quartz (lett up weapon), Fuchsia Spinel 
left below weapon), Hrunting (lower arm), Busted Sword ae | a oes. 
Platinum Fly (back leg Obsidian Claw front leg ), Rotted Scales (tail), Dragonmaggots chest), Spectral Wing wing), Dragon 


Skull (head), Dragon Rib (torso 


= ey 





Union Plume 
Guard Potion 



































Apothecary’s Arcanum 
Nectar Potion 













Prism Gem 











Holy Crystal 
opell Potion 
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\ Sukavia Gorge 
Enemy Name liems 
Rose Quartz (weapon), Monster’s Canine Tooth (head Bu rgundy Flask (lower body), Drainwing wing), Icebreath Core 
Ice Troll Indigo Quartz (weapon -Ymir’s Tear (lower body), Troll Clay both arms, both legs), Garnet upper body) re «| Wit canum 
| Molar (head = io (at at agen ete a i 
Scarlet Fang (head), Obsidian Claw (leg), Icebreath Core (torso), Beast’s Flesh (tail oe | Tome 
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Palate 


Royal Undeground Path : as ’ 


Enemy Name faue Leader Item 


Gigantic Moth Honeysuckle Dew | mouth), Jet Ejector belly leg 3 Ammunition Shell (shell , Giant Pearl (front shell -Metabolizer insides Elixir 
—__ Prime Elixir (insides ee 
Fiving:Killer, Green Bubble Core head, torso), Narwhal Tooth (Nose | Seafood (tail) 
Meteoric Swarm | i Legion (main force , Tuning Wing task force decliea or | a | | ee ee ct Fi of Trinket 
Lizard Knight yi Fairy-in-the-Box (belt Alligator Skin (tail), Evergreen Scales upper body), Copper Splint (shield), Green Gallbladder f 
(lower body), Vermillion Scales (tail), Sharp Spearhead (weapon 
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Ay 


Ram’s Horn (horn tip Hollow ohell (back armor), Black Crystal | torso), Baraka leg armor), Snakebelly Armor (tail), 

| Assault Missile (shieldfront), Mithril Ore (Rear Shield Face), Damascus Ore (Arm shield 
Aesir (Guards) | Busted Sword Pe | ceo EE os : i es Sh: oh, 
_- s PBoublestoss (orishing 100%) eS ea sman | | 
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| Forest of Spirits: 


a 
=~ 


‘Mimetic Flower 


Carnivorous Plant Vvcqeale Seed ras “Walkflower Root mid tentacles). Walkflower Blade (Both Tentacles), Wax Clump stalk), White 
Flower Petal (flower 


‘Elven Hawk = ~ : -Electricbreath Core (left side), Great Eagle Heart (right side Wing Feather wing), Windswept Tailfeather tail) 


SS See eee ee i ae —— ——— LEAL a 2 : r sree lied . a ee ee 


Pr Tut Sah a ee CT SU pe 


“Sky Lizard | Red Dragon Bile (torso), Bora Scales wing), Sabertooth. (head) 


Elven Wolf. | Colossal Canine Tooth head), Beast Pelt torso), Blade Claw (leg), Beast’s Flesh tail) 


| Kobold Warrior a | Koboldriver weapon), ‘Adamantite helmet Beast Pelt head Silver Coin (torso), Lucky Tail (tail) 


en SS Tn, Dien Pe gees ae Se E a I a I a ar 


Busted Spear (weapon), Mithril Ore helmet), Magician's Hat head). Gold Coin (torso Noble Cloak armor), Lucky Tail 
(tall 


‘Busted Greatsword weapon), , Damascus Ore (shield Crown head , Falry-in-the- Box (belt Evergreen Scales upper 
| body), Green Gallbladder ( 


Busted Sword | | 


| Sharp Scissor Heart upper body). Scissorhand arm Citrine leg), Rose Imprint. head Desolation Gem (lower body), 
| sharp ocissor Wing wing) 


Sioa eb, , re - 4 = . Sei J PT Ug BO i 5 “o TEE et ee ee . ‘ _ aie 5 ian STE SS 


/ Prince of Hel Iron Ore weapon), Monster's Canine Tooth (head) “Indigo Quartz upper body), Desolation Gem (lower body), Steelwing 


Castle (After Chapter 5) _ 


i i eT a Sah I I a a a Ef Ee Ee i ne 


‘Holy Order 


ne dT ae Ti ee ee = 2 a EE ee ee aE Sele aerate = thas ae a eb Se a a ST 


Capricorn Busted Bow en Warped Horn (horn). Warped Teeth (head), Assault Missile (left arm) Protection shade (torso), 
| Solar Jewel (front side) , Baraka rear side 


ee ee ae : Tiel SAE ee a aan a a i = = aa i i . a =a = ‘ a = = = 34 te tee  —  ———— 


"Assault Missile weapon), Warped Horn (horn) Warped Teeth (head Vortex Crest right arm Protection Shade torso), 


| Solar Jewel tront side _ steel Horseshoe rear side, 


Gentleman | Fairy Tincture bond) Flare Crystal crushing), Trade Card torso) 


ST TT Ea ; 7 y= = a a en 


Ravine Caverns 
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Life Stealer. 
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Persistent Pursuer Tindige Quartz left up weapon). "Polished Green Ore right upper weapon). “Chartreuse spinel right below weapon), Busted 
| Sword 


ls. Top age See 5 a 5 ns ‘ — Te : SUASEMUMTEERb a a 


“Aesir Archers) eS Spirit Tincture (crushing), Elvenbow | weapon), Rune Crown hat) 


i Ra Tl eT ‘ z 2 i el A ciliated ahh thee 


| Aesir Patrol) eee | Witch's / Arcanum crushing), Busted Sword 


Sharp Scissors Ore: leg), Sharp Scissors Wing wing), Sharp Scissor Heart head Rose Imprint upper body), Scissorhand arm), 


Gentleman Tey Tincture bond), Flare Crystal (crushing), Trade Card torso’ 


ees . - 


Capricorn Leader. ' Assault Missile weapon), Warped Horn (horn), Warped Teeth (head), Vortex Crest right ai arm) Protection Shade. torso). 
| Solar Jewel (front side), Steel Horseshoe rear side 


| Tyrannosaurus Rex Red Horn horn Scarlet Exhalation head). Dragon Palm (both arms Spiked Claw Wing), Evergreen Scales both legs), 
__ Dragon Emerald upper body), Verdigris Scales lower body), Dragon Slayer ‘tail base} , Verdigris scales (tail tip 


—— —————————————— ieee Lee ee a ala a ii 


Aesir: Rescuers | Spirit Tincture crushing), Elvenbow weapon), Rune Crown hat 


ee . ee = re ee 2 a ee ——— puis ge ee 
: E = i > 
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Dimension Beast Kraken Fang mid tentacles , Mace Head (Both Tentacles Bullets of Evil rear Snake head), ‘Armor Piercer (rear central 
Snake head , Tentacles (low | leg), Vermillion Cartilage head), , Fairy Tincture: head upper part), Full Plate (crushing 


> z ST ih mea So ES a 


“Aesir (Defenders) nee | Copper Signet (crushing), Busted Sword 


Fe Ge en a ade 


'Heimdall | Gjallarhorn crushing 100% 


| Tome oT 


Flixir 


T Apothecary S Arcanu m 


Union Plume 


Union Plume 


Nectar Potion 
Shadow Crystal 


silence Check 


Valor Greaves 
Dwarf Tincture 


Foolproof Trinket 


Nectar Potion 
Might Potion 


| Union Plume 


| Shadow Crystal 


Foolproof Trinket 


Prism Gem 


Full Plate 
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Enemy Name Items 


Aesir (Guards Busted Sword 


Hresvelgr 
Wild Wolf 
Armor Beetle 
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Sabertooth (head), Core Spinel (torso), Obsidian Claw (leg), Beast’s Flesh (tail 





: Armor Piercer (outer shell), Guard Potion (torso), Insect Claw (front leg), Beetle Horn horn t 

Metabolizer (mouth, insides), Red Barrel (belly leg), Armor Piercer (shell), Giant Pearl (front shell) = 
Vermillion Cartilage (head), Rising Dragon Talon (both arms), Pulverizing Bone (fillet), Eyeball (torso), Emerald Heart Core 
fail) 


RESO 























Might Potion (torso), Toxic Seed (flower), Red Flower Petal (petal) 

Emerald Heart Core (torso), Pulverizing Bone mid tentacles), Wax Clump (stalk , Elixir (flower) 

Core Ruby nucleus) 

Red Soul Flame. Candlestick), Headless Doll Candlestick right side), Eternal Flame Candlestick left side) 


Bone Mask | head), Aura Force arm), Chaos Force (left side), Tome of Necromancy. right side), Bone Relief both ends 
cape), Abyss Cloak (Rear Cape) 


Indigo Plume (Upper Wing). Tuning Wing (Lower Wing), Platinum Fly head), Insect Blade (arm) _ Amber Core upper 
body), Royal Jelly lower body), Banshee Scales (tail base), Lance Needle tail tip si ee | 
Petrified Ash (weapon), Garnet (upper body), Colossal Canine Tooth (head), Blood Jewel lower body : Troll Clay both 
arms, both legs 


Indigo Quartz (left up weapon), Chartreuse spinel (right below weapon), Polished Green Ore (right upper weapon), Busted 
Greatsword (both upper arms), Busted Sword 


Solar Jewel head), Phosphate Ore (Lava both arms), Flare Ore (right arm) , Pyrotechnic Ore left arm), , Adamantite both 
NOS ae yk, las eae oan TE Ne | pa ee 
Rotted Scales (tail), Undead Dragon Bone (head), Dragon Rib (torso), Dragonmaggots (chest part), Dragon Palm (front 
leg), Transparent Wing (wing), Blackened Scales (back leg), Golden Egg (crushing 











Shadow Crystal 
Thunder Crystal 






Union Plume 
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Union Plume 
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_ Dragon Slayer 
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Hall of Valhalla 


Enemy Name Gas Erte : 
Aesir (Guards Blue Gale (weapon), Rune Crown (hat), Phoenix Garb main body a ie : : ee ae Union Plume 
Aesir Guards _ | Broken Blade (weapon), Phoenix Garb (main body), Witch’s Arcanum (crushing gs Byer a | i” 7 | | Union Plume 
Deathdog | Sabertooth (head), Toxicbreath Core (torso), Beast’s Flesh leg), Adamantite tA) osc : | ‘i Earth Crystal 
Guardian Diva ~Orichalcum (1st shield), Damascus Ore 2. Ath shield). Mithril Ore 3rd shield Adamantite Sth shield), Aura Force (head 
<a | Mithril Plate (torso : rsa ae Ee i On ee 

Sacred sack Fairy Tincture (bond), Shadow Crystal crushing), Sacred 0 Part ( torso) / 2 ag uae Fairy Tincture 
Magic Mirror Mirror of the Lake (both front mirrors), Witch’s Arcanum (both mid mirrors), Evil Armor (both back mirrors), Core Spinel | Witch’s Arcanum 

dead spirit), Silver Vine Frame (main body er ee i Opes ae et | 
Red Dragon | Red Horn horn), Red Fang head), Dragon Palm (arm), Crimson Scale leg, tail tip), Dragon’s Wingbone (wing), Dragon | Flare Crystal 

| | » Ruby upper body), ocarlet Exhalation lower body), Ascalon tail base ie | : | : 
Divine Slave _ Solar Jewel (right upper weapon), Thor’s Rage right below weapon), Ymir's Tear (left up weapon), Deep Doom (left below | ae | | 
weapon), Busted Sword | “hiblaie oe ot ee | 
silver Dragon | Emerald Horn horn), Scarlet Exhalation head ; Dragon Palm (both arms , opiked Claw wing), Evergreen Scales (both Prism Crystal 
legs), Dragon Emerald (upper body), Verdigris Scales (lower body, tail tip), Dragon’s Fang (tail base 
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Elder Bat 
Gigantic Dragon 
Undead Master 


aa h _ ee —— 


-Baphomet 


Paragriffon 


Se ny ee ae 


‘Nymph 


LGBT i a . 


Type 44 Demon: 


‘Elder Vampire 


‘Lord Bat 


Sop ee 


Vampire Lord 


‘Slight Devil 


Gigantic Troll 


Slop 


am 


“Castle Carinon 


‘Homunculus silmeria 


Homunculus Lezard 


Lezard Valeth 


Demishadow 


Determined Dirna 


Phantom Flame | 


Berserk Warr ror 


| Hell S Cannon 


| Abyssinian Demon 


| Soul summoner 


Gabriel Celeste 


Tp TT = 


ee 


Seraphic Gate 


ae 


), Blackbreath Core (head), Deep Doom 


|Fremouse Fur torso) . Black Wing Skin wing), Demon Parabola ear) 


(back leg), Evergreen Scales (torso 


I Chaos Force both arms, tight side Abyss Cloak both ends cape), Dark Amulet 
| Bone Mask head , Undead Book (left side 


‘Soul Pearl. nucleus 


-Orichalcum (15 ond shiel 
(head 


pS STE Ea 


, Homing Scales front leg 


Rear Cape), Bone Relief Front Cape), 


"Eternal Silver 4th shield, torso), Adamantite 5th shield METH Seal 


| Lamb’s Tooth head Warped Horn horn) Tathlum weapon), Sylphide’s Arrowhead left arm), Vortex Crest (right arm), 


_Dark Votive Cup torso), , Thor's Rage (front side _ steel Horseshoe (rear side 


| Evergreen Feather rear wing base “Indigo Plume | Head Adornment). Drilling Beak 
pays fee front we Wing Feather upper oo. 


Moet Gy SE ER a a nr u 


head Griffon Talon back wing tip), 
Eternal silver chest part, lower body) 


Bonafide Bone fillet), Cutting Claw arm 


Te ye ei Pe ie ie a 


[caduceus weapon) Diab Horn hom) Fool's Gem. upper body), Demon's Blaze lower body), Black Wing wing), 


), Demon's Hoof (leg, 


ge a i l aaa 


[Vampire Claw 


(arm), Rose Imprint neo) Vampire Heart 


| Boltbreath Core, (left rear head) (middle head): Thunderbreath Core (left front head, right front head), 
| Crimson Scales (Neck Base), Dragon Ruby (torso), Wild I Calis (tail) 


a SS — LT br PETE FTE 


| Black Wing (wing), Beast Pelt (torso), Demon Parabola (ear) 


TBI loodsucking Fang 
| Imprint (back), 


| Busted eee 


= Se a a aoe HET — sie - hve ‘ r See 


(head), Vampire Claw (arm), Rune Greaves (leg), Black Wing (wing). 
_ Vampire b Heart (torso), Vampire sword (crushing) 


TTS ei tai ae 
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| Thick Bone (upper tentacle tip), Bonafide Bone 


2 ef PE ae a ee i ee 


(torso), Bloodsucking Fang (head), Rune Greaves (leg), Black Wing (wing) 


Electricbreath Core ( right rear head), 


Ray Force (ater head destroyed, red gem), Rose 


, Blood Jewel (lower body), Rune 


, Evil Eye Gem (head) 


| Driling Ram’ S Horn (horn tip), Sage’ S Arcanum rr nase), Assault Missile (Shield- front anes Adamantite (shield all) Mithril Ore (shield 


Or), Augite of Lite (leg armor), Eternal silver 


Rune Grea aves (crushing 100% %) 


a 


| Foolproof Talisman crushing) 


Truthade (crushing 


Suh Be ae 5 a a 


Candlestick right side) 


| Black Skull head) Eran. Right Arm (right a arm’ Demon's Left Arm (left arm 
(torso), Bonemeal (leg) 


= = 2b ep ee 


Ymir’s Tear weapon), Diablo Horn horn Demon's Right Arm 
upper body), Dark Matter ( 


ee Ss TEFEN cls 


= 
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right arm 
lower body) 


Busted Hammer weapon), “Monster's Canine Tooth nead Steelwing wing), 
Flask lower body). 


Bone Mask head’ Dark Matter Front Cape), Dark Amulet both ends. cape). 
| right side , Tome of Necromancy lett side) 


= a ea 


oS ne 


| tri- Emblem pit), Busted opear 
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ey 


, Demon’s Left Arm left arm) 


(tail) 


Darkbreath Core back , Dark Matter 


, Demon’s Hoof 


Trickster Imprint upper body). Burgundy 


Abyss Cloak (Rear Cape Chaos Force (arm, 


Valor Armor 


| Spectacles 
Guard Potion 


Prism Crystal 


Aspect otone 
Elixir 
Idun’s Apples 


Fal ry Tincture 


Ice Crystal 


| Wild Chalice 


Prime Elixir 


oage’s Arcanum 


Nectar Potion 


Overdrive 


Union Plume 


Lotus Wand 


Wand of Apocalypse 
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Walla Walla = | Crimson’ Wasp (main force), Tuning V Wing (task force) ce og | Elixir 
Fish & Chips | Green Bubble Core (head, torso), Narwhal Tooth (Nose), Seafood (tal) , bea 


Damp Clayman. | Incense (right tentacle tip), Bonafide Bone (left tentacle tip), Th 


Reject N No. 666 | | Sage’ 5 Arcanum 
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Stray Gods (Pure) te | Busted ‘Sword ae ar rrrcenr ner eeanonaneeee “[Footproot Trinket ae 
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Hammer Beetle | Insect Blade (torso), Armored Beetle ohell (Front leg), Banshee Scales (tail hort ) 


GA pa aa a es rn i rr 


| Fireproof Talisman | 
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Type 22 Demon | Stone Cutting Scissors (arm, scissors), Prism Crystal (head horn), Chaos Force (Light part atter head horn i IS C srushed), ' Spirit Tincture 
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Cosmic \ Visitor | Rainbow ao (head, torso, wo Faity-in -in-the- ‘BOX Oe 
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__| Rainbow Scales (head, torso, T . _| Aspect Stone 
(Rear snake head), Seafood (rear 


‘Iceproof Talisman 
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ick Bone (right tentacle base), M Mace Head (left tentacle ' Lightningproof 
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| base), Green Bubble Core (torso), Eyeball (head) — 
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Heimdall | Demon Sword “Nefarious” (crushing) 
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"Round and Sticky Trea Flower Petal  Glowen, ‘Seafood (stalk), Demon's Right Arm (front tentacle right side e), Demon’s a aa S a Ue 
oc A left side), Bone Mace (Both Tentacles), Emerald Heart Core (torso) | 

Dog Lezard Maes | Tome of ‘Alchemy (book), ron Ore (vin e), B east P elt eee ee ee LLL LLL LLL LLL LL LLL EOL “ - a ieee 
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Thunderbird | Great Eagle Heart (right side), Thor’s Rage (left side), Windswept Tailfeather (Tail), Raptor's Talon (wing) | Lightningproof 
| - Talisman 


ound of Tindalos | Famebreath ore (torso, Beast Pet (leg), Sabertooth (head), Beast Fesh(Tal) SSCS 


Sagittarius Broken Bow (weapon), Warped Teeth (head), Warped Horn (horn), Sylphide’s Arrowhead (left arm), Protection Shade (upper | Tome of Godspeed ES 


| body), Eternal Silver (torso), Orichalcum (lower body), Vortex Crest (right arm) | 
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Homunculus Copy | Mithril Crown (crushing) Fatt Grown 
Insect King | Insect King’s Wing (lower wing), Platinum Eye (he ad), | Insect Blade (lower arm), cre Needle (ti ai iacainnceaitismmian soni “Teanthproot i 
Homunculus Hrist ae _| Mithril Greaves (CRUSAING) ee Se [Mithril Greaves soe 


sunspot Visitor _ solar Jewel (head), Flare Ore (right a arm, Lava right arm), Pyrotechnic Ore (left arm, Lava left arm), Flare Ore (torso), | Sage’s Arcanum 
| Adamantite (both legs) | | I 
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Sunspot Visitor (Lava _ Prime Elixir 
Obsessed EX ‘Crystal Lenneth (both hands), Metallic Lenneth (both legs), Amber Lenneth (cape), | Full-color Lenneth (near head or om ~| Gungnir. ire meee 
__ chest), Gungnir (crushing 100%) 
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Umbrella | Bat Umbrella (wing), Beast Pelt (torso), Demon Parabola (ear’ 



















Iceproof Talisman 


Hell Diver Pure White Plume (horn), Great Eagle Heart (torso), Wing Feather (chest part, lower body), Griffon Claw (back wing tip), Foolproof Trinket 
ee -Gargoyle’s Wings rear wing base), Evergreen Feather (front wing r | aa 
Lightning Kobold Busted Hammer weapon), Orichalcum (vines Afro Putts (head), Thor’s Rage (chest), Bolt Coin (torso Thunder Crystal 
| __| Lucky Tail (tail : | , 
Mechanical Major Chaos Force head), Wind-up screw (torso Worn Shield Ist shield), Damascus Ore 2nd shield), Adamantite (3rd Guard Potion 
s shield), Orichalcum (4, oth shield) , say | 
Escargone — Metabolizer mouth, insides), Moon Pearl (front shell), Jet Ejector (belly leg), Armor Piercer (shell), Prime Elixir Foolproof Talisman 
Maneater _——_—_| Nightshade (flower), White Flower Petal (petal), G Seed (torso E 2 Union Plume 
ackpacker a 3 Goddess Tincture (bond), Dipan Pennant (torso), Armor of Aleph crushing) | | ; 
iamat | Flamebreath (right rear head, left front head. center head), Pentachrome Breath Core (left front head, left rear head), Tyrfing 
| Draconic Gallstone (neck base), Pentachrome Scales (torso, tail , lyrting (Crushing oe 
lack Pain Mithril Helm crushing , Undead Dragon Bone (head), Dragon Rib (neck base), sable Dragonscales (back leg, tail), Dragon Mithril Helm 
| a. Meat Paste (torso), Platium Fly (front leg , Arc-en-ciel (wing a! } - 
rectaris Returned | Crystal Mask head), Noblewoman’s Ball both rear tentacles), Noblewoman’s Fire (both tentacles), sylvan Bow (crushing) | Sylvan Bow 
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ram Star (crushing 100% 


ounflower Seed (crushing 100%) 


star Guard (crushing 100% 


Goddess Tincture 
Goddess Tincture 
Star Guard 
















» 5th Floor 
Enemy Name ltems 
Jade Cartilage (head), Evil Eye Gem, Rising Dragon Talon (both arms), Bonafide Bone (both fillet), Soul Pearl (tail) | Spirit Tincture 
| Silverwork Orchid (mirror), Silver Vine Frame (mirror), Mirror of the Lake (mirror), Red Soul Flame (dead spirit) _—_| Nectar Potion 


Evil Eye of Death (head), Khamsin Scales (both wing Black Dragon Gallstone orso 

Evil Eye of Death (head), Khamsin Scales (both wing), Black Dragon Gallstone (torso) San 
Khamsin Scales (torso), Homing Scales (front leg), Sable Dragonscales (back leg), Pentachrome Scales (tail) 
EDOM 

Ether Crown crushing , ee | | i 
Deep Doom | right upper weapon . Thor's Rage (right below weapon’ Ymir’s Tear (left up weapon), Solar Jewel (left below 
weapon), Busted Greatsword (left upper arm), Busted Sword ime 
‘Magic Dragon Horn (horn), Evil Eye of Death (head), Scythe Claw both arms), Dark Carapace (both legs), Dragon’s 
Wingbone (wing), Shiningbreath Core (upper body), Sable Dragonscales lower body), Dragonlord’s Nerves (tail base i 
Sable Dragonscales (tail tip), Infinite Admiration (crushing) = | Pan eh 
Great Spear “Dinosaur” (weapon), tri-Emblem (pit), tri-Emblem (after crushing), Holy Wand of Telos (crushing 100%) 
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Enemy Name GTR 
Busted Sword 
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ie-cast lance weapon), Wing Feather (helmet), Beast Pelt (head), Scratch Paper Book (chest , Copper Coin | torso), 
rime Elixir (tail), Double-sided Tape a ae Ree 
roken Bow (weapon), Double-sided Tape (vine), Winded Bandanna | read), Kobold Shirt (chest), Third Proof (torso), 
eat Chops (meat  Bloodsucking Fang (vine), Wigged-out Wig head), Foolproof Trinket (chest Purple mirror (torso ; 
So Ss 

roken Blade weapon , Double-sided Tape (vine), Wigged-out Wig (head), Overdrive (chest), New Item Catalog (torso S 
Lucky Tall (tail) ee eo re 
Gungnear weapon), Wisdom Wig (helmet), Double-sided Tape (head . \lfather Kobold Shirt (chest), Bolt Coin (torso), 
HIME CNXIE (att) | LL ee ls 
Crystal Ball (weapon), Freya's Cap (hat), Beast Pelt (head), Thing which gathers (chest), Bolt Coin (torso), Prime Elixir 
Die-cast lance (weapon), Wing Feather (helmet), Overdrive (head), Warrior Woman Kobold Mail (chest), Silver Coin 
| (torso), Goddess Tincture (tall) eit as 

| Die-cast lance (weapon), Wing Feather (helmet), Beast Pelt (head), Warrior Woman Kobold Mail (chest), Gold Coin 
(torso), Prime Elixir (tail 2 
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We lead you through every chapter, including the 
eraphic Gate! Recruit all the Einherjar, achieve every 
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ending, and much more! Quick Lists show you Artifa 








Evaluation Points, Rewards, Treasures, Enemies, and more! 












' We include maps for E 






























_ Hard difficulties! We show you | 
t points, Boss locations, and m 





















We provide comprehensive specs for every : 
Weapon, Accessory, Artifact, Transmutation, 


Skill and Spell! Plus, our Bestiary provides 2 


complete stats for every enemy in the game! 



























2 Long before Lenneth’s saga, another valkyrie, Silmeria, served Odin. But, as pT state 





Me acl oaec meee Morel yacciereCicems IoC aoe human. Silmeria’s 
MO iter ecoc ene erence. CRO m en cu awakened, leaving two souls trapped in one 
_ body. Uncover all the mysteries of Silmeria’s tale with MC onra nec lentes 











Dial ks 
fof thie 


za ‘ . a . " 7 = . a al =r] SH hace, ine a 
pepre rier Oo i Setar, Phar : se ht har Al ncasl 1 eile st —_ Te 








rosie 


-7440-0838-7 


, 8 




















0 








VALKYRIE PROFILE, SILMERIA, SQUARE ENIX ond the SQUARE ENIX logo are registere 





